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Meet Sir Daniel Fortesque, an unlikely hero who died an ignoble death 
at the hands of the evil sorcerer Zarok and his army of undead. While the 
history books tell how Dan single-handedly halted the invasion, the truth 
is that Dan fell within in seconds of the commencement of battle, struck 
in the eye with the very first arrow fired. 100 years later, Zarok has returned, 
using his dark magic to create a new armada of undead warriors, but 
also unknowingly re-animating Dan's old bones in the process. This will 
be Sir Dan's one and only chance to prove his worthiness, become the 
hero the people of Gallowmere think he is and once and for all take 
his place in the coveted Hall of Heroes. 
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Before Sir Dan embarks on his daring quest, don’t you think we ought to get him reacquainted with his old pile of bones? After 100 
years and some serious decay, Dan's going to need quite a bit of practice and a lot of help from you, if he’s going to survive to the hit- 
ter end and take down Zarok, that no-good sorcerer. Let's test Dan’s mettle! 


UTILIZING THE CAMERA: 


On occasion, Dan will need to survey his surroundings more dend with his one good eye. This can be done in two different ways: 1) 
t's possible to manually rotate the camera to the left or right via the L2 and R2 buttons. This function comes in handy when te want 
to keep the camera behind Dan for some of the more harrowing areas, where an accidental movement could be dangerous. 2) It’s possi- 
BN ble to actually zoom in and look around via “Dan-Cam Vision”. To do this, just hold the L2 and R2 buttons down simultaneously while 
utilizing the D-pad or Analog Thumb-stick to look around, 360 degrees. 

kj “Note, there will be some instances where you won’t be able to use either function, due to a wall or obstruction blocking the camera. 
El In this case, an icon will appear on the lower right corner of the screen letting you know that camera movement is not possible. Just 
move Dan around a bit until you free the camera up. 
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MOVIN' THEM BONES: 
While Dan might look like he’s had better days, there's still some strength and agility left in them bones. Below is his repertoire of moves: 


JUMP: The most basic of basic moves ever found in an action platform game, and one that erde be using a lot. Make 
sure to get a feeling for how far Dan can jump before attempting to jump across some of the larger gaps between 
platforms and walkways. 


MAIN ATTACK: When pressed, Dan will attack with whatever weapon you have selected 
A: from his inventory. It's a no-brainer. 


SECONDARY ATTACK: This charge-up attack will deliver a lot more damage than Dan’s main attack. By holding down 
the button for a few seconds, the weapon Dan has selected will “charge-up” and glow. When let go, it will inflict 
approximately double the damage of your normal attack. Have at it! 

“Note: Not all weapons can he used with the Secondary Attack. Experiment to see which ones do and don’t work. 


ACTION: Besides being the button for attack, Dan can use the Action button to speak 
with the Gargoyles, read any of the numerous books on each level or talk to 
certain “friendlies”, such as the Jack of the Green. 


RUNNING AND WALKING — D-PAD OR LEFT ANALOG THUMB-STICK: Using the D-pad, Dan will casually walk in any direction you point him 
in. Walking is good for small platforms and ag ar where you need to line Dan up with a specific edge. To run using the D-pad, just dou- 
ble press and hold in the direction ie want him to go and he will trot that Le Dan will continue to run until he is stopped, or hits an object or 
enemy. Using the left ere thumb-stick is a bit different. In this normal Analog mode, the thumb-stick is actually sensitive to touch so if * 
push it slightly, Dan will walk slowly. Press it a bit harder, and Dan picks up speed. By pushing it all the way in any given direction, Dan will run. 


“Note: You can turn on the option to toggle the ability to walk with the Analog thumb-stick in the control options screen. When turned on, by pressing 
down on the thumb-stick, Dan will automatically go into walk mode. Pressing it again, will toggle back into Dan’s normal Analog mode. 


BLOCKING AND DUCKING: In order to defend himself from the vicious attacks of 
Zarok's minions, Dan can wield a selection of shields. By 
pressing down and holding the Block button, Dan will 
crouch and hold his shield up in defense. If Dan is not in the 
company of a shield, pressing and holding the same button 
will cause Dan to duck down. 


THE DARING DASH — BLOCK AND D-PAD OR ANALOG THUMB-STICK COMBINATION: The Daring Dash is not a 
move that Dan starts out with in the beginning of the game. In fact, you don’t earn it until a you’ve defeated the 
Guardians of the Graveyard in the Return to the Graveyard level. Once it's acquired, it's simple to use and will come 
in quite handy as you move forward in your adventures. Just hit the Block button while running in any direction and 
Dan will do a short dash while holding up his shield in defense. 


SIDE-STEP AND BACK-STEP — R1: By holding down the R1 button in combination GE: 
a with the D-pad or left per thumb-stick, Dan can 
side-step left or right or walk backwards while 
facing forwards. 


SELECTING AND TOGGLING TARGETS — L1: When you have a projectile weapon equipped (such as the Crossbow, 
Throwing Dagen Spear, etc.) a Firefly appears and will track the nearest enemy, allowing Dan to lock onto it. You 
can then hit the L1 button if you want to send your Firefly to the next nearest enemy and so on, allowing you to toggle 
through a group quickly in order to eliminate the most immediate threat. 


INVENTORY: Hitting the Select button brings up Dan’s Inventory selection screen. Use 
the D-pad or Thumbstick to scroll through his available weapons and 
items then activate it with the X button. 


HALL OF HEROES: 


The Hall of Heroes is where true heroes go after they ge on. It’s a magical and lively place that is home to some of the most honored and famous warriors, knights 
and fi ee that Gallowmere has ever seen. In order for Dan to take his rightful place besides these great fighters from Gallowmere’s past, he's going to have to prove 
himself and make amends for his ignoble death. Until that happens, Dan will get the chance to temporarily visit the Hall and get the aid of the residing heroes. The only 
way to gain entrance is to first Kill enough of the enemies on any given level, until you've filled the Chalice of Souls 100% (there is a meter that will appear on the top 
of the screen showing your progress). Once this has been accomplished, you will need to find and nab the mysterious Chalice, which will guarantee entrance once 
you”ve finished the level. Below is a chronological list of heroes you’! visit, and weapons and items you'll gain, if you find the Chalice in every level: 


Ist Floor After The Asylum Grounds 2nd Floor: 

After The Graveyard Hero: Karl Sturnguard After The Gallows Gauntlet 
Hero: Canny Tim Ist. Gold Shield Hero: Ravenhooves the Archer 
Ist: Crossbow After Inside the Asylum IstLifeBottle b 
After Cemetery Hill Hero: RavenHooves the Archer After The Haunted Ruins 
And: LifeBottie Ind: Flaming Longbow __ Hero: manzi Shongama 
After The Hilltop Mausoleum After the Enchanted Earth Ist: Two Energy Vials 

Hero: Stanyer Iron Hewer Hero: Bloodmonath Skull Cleaver After The Ghost Ship 

Ist War Kammer SstAe nd: Two Energy Vials 
After Return to the Graveyard After the Ant Caves After The Entrance Hall 
2nd: Twa Treasure Chests_ Ind: Three Treasure Chests. Hero: Karl Sturnguard 
After Scarecrow Fields MterThePoolsoftheAncientDead _ _________{st:Four Treasure Chests _ 
Hero: Woden the Mighty Hero: RavenHooves the Archer Á After The Time Device 

Ist Broad Sword Ist-Magic Longbow Hero: Dirk Steadfast 

After Pumpkin Gorge After The Lake IstLifeBottle 
2nd: Two Treasure Chests Hero: Dirk Steadfast 155 _ After Zarok's Lair 
KS OO 1st: Magic Sword n AR Hero: Megwynne Stormbinder 
After The Pumpkin Serpent After The CrystalCaves | n 

Hero: Imanzi Shongama Hero: Megwynne Stormhinder 8 A Bene 
IstSpear Ist: Magic Lightning 
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Hero: RavenHooves the Archer 

Ist: Longbow 


GARGOYLES: There are two variations of Gargoyles found in Gallowme 
The standard Gargoyle can't resist showing off how clever they are ant 
might aid you in your quest. 4 
The Merchant Gargoyle will aid Dan by selling its many wares and 
depleted weapons eh ef and Bolts for your Cr 
your Shield. The only payment Merchant Gargoyle acce is 
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REJUVENAHON, 0 ot Dad CIALLY WHEN YOU NEED TO REPLENISH YOUR MONEY, A5 


THERE'5 ALWAYS PLENTY OF TREASURE TO BE FOUND, 


ee Puzzle 1. There's ad one “puzzle” in Dan's Crypt. You can't actual- 
7 äifie it until a little bit later in the game, so you'll have to come back for it. Basically, there's 
an off-color section of wall in the main hall. (1) It can only be crushed with either a sturdy 
weapon — both the Wooden Club and Hammer will do — or be brought down with the Daring 
Dash. The Daring Dash is an ability Dan acquires in the Return to the Graveyard level, allowing 
him to charge at enemies or break open weak spots in walls. In any event, once you have the 
proper weapons or the Daring Dash, return back to the Crypt and claim your prize — a Life 
Bottle and some Treasure. (2) 
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OUR FIRST STOP ON FORTESQUE'S TOURNEY IS THE GRAVEYARD, ZAROK'S MAGICAL 
POWERS HAVE REANIMATED THE DEAD AND THEY ARE MORE THAN A LITTLE IRKED AT BEING 
AWAKENED FROM THEIR ETERNAL SLEEP, IT WOULD BE WISE TO EXPLORE EVERY NOOK AND 
CRANNY; COLLECTING TREASURE A5 YOU GO AND KILLING EVERY ENEMY IN SIGHT. WORD TO 

THE WISE — WATCH OUT FOR RISING COFFINS! THIS 15 A 


GOOD LEVEL TO COME BACK TO, IF YOU NEED ENERGY OR 
TREASURE, 


NE: Puzzle 1: Chalice of Souls: The Chalice of Souls (1) is sitting out in 
the open behind a locked gate. Explore all you want, you won’t find a key. The trick to opening 
Md _ the gate lies within the angel statue sitting in the courtyard. (2) A swift whack with your sword 
will rotate the angel to face the gate, thus unlocking it in the process. Have at it! 


Puzzle 2: Treasure Chest: While not necessarily a tough puzzle, there is only one way to get to 
this booty. ff you run up these stairs (or down, depending which way you're facing), (3) you will 
come to a grassy area. (4) If you hop onto the grass, but stay on the right side of the fence, you 

will be able to make your wi back, cie + the id and drop down to the chest. ee 
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ZOMBIES: The only enemy you’!l face in the Graveyard is the slow-witted zombie. These lum- | 
—_ _ bering goons come in a variety of colors, but all act just about the same. They stumble about 
en aimlessly until they pick up your scent and will even fall flatontheirfacesfromtime-to-time.ÀA 


few well-placed swipes from your Small Sword will send them back ta the grave. 
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WELL, IT DIDN'T TAKE TOO LONG FOR ZAROK TO DISCOVER THAT YOU 
ARE ON TO HIS EVIL SHENANIGANS, WHAT KIND OF FIENDISH TRAPS AND PITFALLS 
DOES HE HAVE PLANNED FOR YOUR CREAKY OLD BONES? CEMETERY HILL 15 


BRIMMING WITH GHOULS AND ZOMBIES, A5 WELL AS A TRICKY TREK UP A STEEP 


HILLSIDE — COMPLETE WITH DEADLY ROLLING BOULDERS, IN ADDITION, THIS 
LEVEL IS HOST TO THE FIRST OF THE MORE 
FIENDISH PUZZLES OF THE GAME, 


Getting into the Cave and pillaging the goods: To break into 
this underground cave, you're going to need a hefty weapon. 
There's a Wooden Club to be found on this level, but it isn't exactly 
e/ … _outinthe open. Here’s how to get it: Jump over the lava pit and start heading up the path on the 
4 < _ hill. When you pass this wall (2) go down the grass to the other side (you’!l know you're in the 

{ _right area if you see a serpent image carved into the ground). Break open the chest in this area 
and you”Il be rewarded with the Club. Now, take the Club back to the entrance of the cave and 
force your way in. Once inside, you'll encounter the second part of the puzzle. See this incon- 
spicuous bookcase? (3) Smash it down and go inside the hidden room behind it. Besides some 
useful information regarding summoning witches, there’s a fire burning bright in the center. 
Take your Club and stick it into the middle of the flames to light it on fire. (4) Now, head into the 

EF opposite room up the stairs. Use your Club to light the pedestal in the middle of this room which, 

e in turn, will open up all of the caged alcoves along the walls. Beware, there are quite a few had- 

k dies just itching to get at you. (5) Once you've cleared the room of the undead, snag the goodies, 

d which include a Copper Shield, the coveted Witch Talisman, a Treasure Chest, an Energy Vial, 

". and the Chalice of Souls. 


In addition to the slow and dim-witted zom. 
bies, there are a few ghouls running around the cemetery looking to gnaw on your bones. Once 
they spot you, these guys will come at you in a mad dash. If they miss, they will hit the nearest 
object and fall flat on their face(s). You can use Dan's handy side-step manuever against them 
2 _ ifyoulike, moving out of the way at the last second when they dash at you. Give them a few 

_ _sword swipes when they get in close proximity, or after they have fallen, but be prepared to 
take a couple of hits. 
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THE MAUSOLEUM 15 AN EVIL AND NASTY PLACE THAT'S HOME TO MEDIEVIL'S FIRST 
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The Stained Glass 
| Demon will not appear unless his preserved soul is freed from inside 
afrozen sn er The heart can be found shrouded in a veil of darkness and held between two 
demonic statues in the basement of the Mausoleum. (1) The key to this puzzle is the word 
“frozen”. It’s up to old Dan to thaw it out. Just push this flaming pedestal along its grooved-out 
track until it rests underneath this heart (2). After a few seconds, the heart melts away, and the 
demon’s soul flies up to be reunited with his body. 


This ghoulish chap has been cursed to play 
the same dirge for centuries. (4) Why not help him out with a set of new Sheet Music and maybe 
he'll repay you in kind. It just so happens that there is some Sheet Music tucked away in an | 
alcove at the end of this corridor. (5) Make sure you're prepared to run back before you nab it, as 
once it's in your possession, the floor starts to cave in. High-tail it out of there my skeletal 
friend. Now, deliver the goods to the whacked-out Phantom and watch as he reveals a hidden 
area filled with roan m a coveled hievan of an 
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While they can be cut down with your Sword, super- 
charging it will just swing it harmlessly right over them. The Wooden Club is much more use- 
ful, but is better used as a means of clearing the glass shards along the floor. Beware of the 
Imp that runs around without a torch, he will use his free hands to snag your weapon right out 
from under you. If this happens, switch to another weapon fast and chase him down. Once he’s 
done in, you'll be able to get the stolen item-back. 


This glass-spewing monstrosity can only be felled by chipping away 
at its heart with a projectile weapon. Unfortunately, his heart is only exposed during small 


periods of time while he’s gathering the glass shards for his next attack. Your best het is to RN 


maintain a safe distance from him while he’s jumping about (watch his shadow for an idea of 
where he’s going to land next), and stay one step ahead of the glass shards he spits out at you. 
Use the Crossbow and-shoot at the heart when he's levitating. If yau are caught in one of his 
glass menageries, hit your attack button repeatedly to break free. He-should take a dive after a 
zn 3 repeating these steps, zi the San dt in — vi Ú his ni remains. 
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floor gives away then go 
right, along the cata- 

comb that took you into 
this room earlier. From 
here, give the remaining 
Chaos Rune to the hand pe 
and enter down intothe 
basement. 
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_, Onceyou'vefreed 
4 _ the Demon's soul, 
1 grabthe goods if 
you already haven't 
(Throwing Daggers 
and a Copper Shield), 
then head back up 
amd out towards his 
lair. 
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Mong the way, you <° 
| might want to stop 
54 | hereemipyour 
ni ° Crosstiow, take a 
‚refreshing bath in 
theFountainof 45 
h Rejuvenation, then 
enter the lair. 


But wait! Don't stray 
(go close to his soul 


5 justyet, weneed to 


give our friend the 
Phantom something, 
ew to play. Steer clear 
gf the multi- colored 


gouland enter hack into Xa 


{he doorway where the 


Now stand next to 


4 him, and select the 


Sheet Music from \Y 
your inventory. Watch (p 
as he laughs with î 
glee, pounds out à 
new tune, then 


reveals ahiddenarea & 


before disappearing into 


Phantom is playing, Y er 


i Zo 
eN 
Zin z& Á Ne 
The game tells you his 8 N ne tapsyointis | aen 
heart is his only weak Wienatlastte \/ « glass menagerie, | hest 
ness, But it's not always = 4 stops and hovers in EL ittne attack button 
accessible. Wait patient En 5, the middle of the 8 repeatediyuntilyo PS 
Iy, avoiding his attacks by B … 00m, aim your break out. 
either jumping over the p_ brossbow this 
wave of glass shards he chest and chip way 
shoots out or running from {ee ep, Altieheart » 
them. Also, stay far away 
when he's jumping about, 
using his shadow as a gauge as to 
where he will land. 
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RUNE STONES: ek 
MSrarRune 

sl LIFE BOTTLES: 0 

‚ENERGY VIALS: À 


„FOUNTAINSOF 
REJUVENATION:? 


an A E 
_WEAPONS AND | nn 
S: \T’5 BACK TO THE GHOUL-FILLED GRAVEYARD FOR YOU, THIS TIME SIR 
$ SHIELD E B DAN'S GOT TO HEAD BACK THE WAY HE CAME, THEN ENTER THE BIG WOODEN 
® Silver Shield DOORS THAT WERE INACCESSIBLE WHEN WE FIRST WERE HERE, THIS LEVEL FEA- 


TURES A COOL SECRET AREA AND THE GAME'5 SECOND BOS5, THE GUARDIANS 


OF THE GRAVEYARD. IF YOU CAN BEAT THESE TWO CREATURES, 
THEY WILL GRANT YOU A NEW ABILITY; THE 
DARING DASH, 


Puzzle 1: THE SECRET AREA: This puzzle is easy to pass by, not real- 

' {zing it’s even there. Right off the bat, when you start the level, 
you'll he an with crossing this bridge. (1) If you linger too long in the middle, be prepared to 
take a lethal dip in the waters below. If you cross over, and let the bottom fall out, you can then 
jump back over the gap and diligently drop down onto one of the floating coffins passing by. 
Take a ride on the coffin into the tunnel and you”Il discover this well-hidden area, host to a bevy 
of goodies, which includes five Treasure Chests and two Energy Vials. (2) 


Puzzle 2: Safe Passage across the river: This is an easy puzzle that must be completed during 
the course of the level. In order to cross this river, (3) you're going to need to shove these con- 
crete blocks from above (4) down into it, creating an artificial bridge. The concrete blocks can 
be reached by acquiring the Star Rune from the top of this wind-swept hill (5), and then entering 
the Undertakers’ realm below. (6) From inside, you”Il find two passageways. Each way dead. 
ends, but you can jump up and out of them onto the ledges, outside and above, where you’Il find 
the necessary three blocks. Don’t forget to grab the Chalice sitting out in the open on the way 
back! (7) 


found roaming the countryside. Once in a while, you’|l 
encounter a = tar a nap. If you walk slowly, you can sneak right by them, but where’s the 
fun in that? Arm yourself with a projectile weapon (Throwing Daggers, Crossbow) and shaotto 

kill, they'll never know what hit ‘em. d 


| <= __BOSS: Guardians of the Graveyard: These two creatures attack by charging at you from all 

| angles. A patient player will pick out their pattern pretty easily, then use it to his/her advan- 

tage. As one Guardiari circles around, waiting for the kill, the other will materialize from a 

trail of deadly magic and lunge your way. This is the only time they are vulnerable to your 

— __ Weapons. Once one has lunged at you, it dematerializes, transforms into a trail of harmful 

 __ magic once more and lunges at you again. Here's what to do: Charge up your Small Sword - 
while avoiding any attacks. When the first materializes, let go of the attack button and take a 
swipe at the creature. After taking a chunk off its energy, run away from it while charging up 

your Sword, as it will lunge toward you again with its trail of magic enersy. Repeat these 

steps with each beast until they are all but faded nightmares — it should only take four or five 
solid hits to send them packing. With success comes a gift, the Daring Dash! This new ability 

will come in handy quite a bit as your journey continues. 


__ 
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|} andropping down into Jp So lake out any Oan can hop up here j__ roundabout and down 
9 © the muddy area below. PS ‘4, MBering Ghouls, / for a Silver Shield, gote other side. 
e _ UentaketheEneroy & £_ somelreasureand 4 Rememter the 


Ì ‚Now head forward tak Vats 
Alstng on te aMerchant Treasure puzzle from 


+_ing out the haddies and 
collecting the Treasure 


Brassy platform. 


54 along the way 


Cn. 


9, Hop over the fence, , 


| Brab the Treasure 


In this next area, you'll 
encounter the wolves, 
who are in the midst of 
midnight nap. If you use 
alittle stealth, ou can 
sneak by them without 
disturbing their slumber. 
W's wiser to shoot them _% 
down with your Crossbow % 
and collect their souls for the 


PA Gargoyle, 
Ld 


You won't he ate to 
enter the Under- 

takers realm with 
outa Rune, so teal 
vp he bilt to the 

pto top and snap, 
(his one — the Star 


the first level? Now 
(here’s a Fountain of 
Rejuvenation in that area. 
Soak itup you need it 


Head hack down, 
insert the Rune, grab 
the Treasure and the 
Energy Vial, then 
descend down the 


Te 


Inside, you"lt find the 


© Chalie,andonly two 4 


ways to go — right 
or left. Pick either 


one, as we'll be visit. } 


ing both areas. 


There are two CON- 
crete blocks on the 
teft passage and one 
on the right. Repeat 
the steps above for the, 
other side and you” 


18e 
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Ne | 


| youlfind yourself 
 * outside and aboveon dp 
this ledge. q 
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Take aut the enemies 


Á ‚ inthis area, collect 


P’) 


_any and all items, then 4 


push the concrete 


< blocks toward the 


river below. Be careful f 
When you push them, 


Ee _{ Danisn'tasstableas & 
heuse to be and has aten 

_deney to fall off the eige. 
an 
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«do any damage to 


{them anless hey 
have materialized. 


Make sure you stockup 4 >, Easily mastered. r " 3 err 
“5 them when they go in 
for the kill. 


Ilthree 
he - £ ‚ onenergy in the Fountain 


5 peadback and collect the before you pass through. && 
ghafice on your way ou. 
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After the first 
Guardian has leapt at 
you, it will turn trans- 
parent and leave a 
trail of deadly magic 


inits wake. Watch out # 


as it will automatical- 


| ing thefirst, Char 


Wie youre aid 


your Sword in 
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a V 
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Repeat these steps 
three or four times 
and victory is yours, 
along with the 
“Daring Dash”, a 
super-cool new ability 


WEAPONS AND This 


RUNE STONES: SHIELDS: 9 _astral serpent was captured hy Zarok and 
Hlod @) Sjer Shield _S _imprisoned in a chest. Once freed, he will 
| Ee Wooden ek __— _— _ temporarily follow you around — killing 
var ADE Tk E er 
ie SPECIALTTEMS: ses 


TFE BOTTLES:! 


NAE 


2 >= _any enemies he touches instantly. Make 
NERCY VIALS:2 „AHanesterÌ Ge __use of the short time he’s with you and 
die MINS OF ENEN __ seek out as many haddies as you can find. 

a 35 Nie carecrows : 
REJUVENATION:S ‘Crows | : U 4 
SKULL AND Yu Hay Monster Ee fs 
5 ROSSRONES CHESTS:L_ Metal Machine Ben e 
| Demons of the Wheat U f 


WELCOME TO SCARECROW FIELDS, ONE MESSED-UP PLACE, THIS 15 
DAN'S FIRST TASTE OF THE OUTSIDE NECROPOLIS, MAYBE YOU SHOULD HAVE 
STAYED DEAD! THIS LEVEL PRESENTS MANY DEADLY THREATS TO DAN’S OL 
BONES AND IT’5 GOING TO TAKE PATIENCE, SKILL AND THE USE OF THIS EKPER 
STRATEGY GUIDE TO GET YOU THROUGH IT IN ONE PIECE, WORD OF ADVICE 
DON'T STRAY OFF THE BEATEN PATH! THOSE GIGGLING LITTLE DEMONS HOP- [B 
PING AROUND IN THE WHEAT FIELDS WILL INSTANTLY SUCK YOUR LIFE AWAY, 
BEFORE YOU CONTINUE ON, WHY NOT HEAD BACK TO DAN’S CRYPT AND SEE 
WHAT'S BEHIND THAT UNUSUALLY COLORED SECTION OF WALL? YOU CAN TRY 
OUT YOUR NEW DARING DASH AGAINST IT, OR A FEW WAL- 


LOPS WITH THE WAR HAMMER WILL WORK JUST 
A5 WELL. A LIFE BOTTLE (THAT SHOULD GIVE YOU 
FOUR) AND SOME TREASURE ARE ALL YOURS, MY 


PuZZLess 
Te ee Puzzle 1: The Harvester: This bizarre contraption will cut down a 
___ safe path through the wheat and allow you to snag all sorts of goodies, including another Life 
“_Bottle and the Chalice of Souls. (1) But, alas, the rickety old thing isn't working. What’s a dead MN 
guy to do? Why not venture out and find the necessary part to bring it back to life? The Harvester 
Part is located all the way at the end of the level. (2) You are going to have to face a plethora of 
enemies and successfully navigate through many deadly obstacles to make it there alive. And, 
once you've obtained the part, it's back through the same set of heinous obstacles in order to 
use it. Once you get back, select the Part from your Inventory, and watch the Harvester do its 
stuff. Follow the freshly cut path and claim your goods. 6) 
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SCARECROWS AND CROWS: It seems these 
Scarecrows have teamed up with their arch-rival, the 
crow, and are now out to get you! They are very deadly 
creatures that do a ton of damage when they connect. Don't let their stiliness lull you into a 
false sense of security. Get too clase and they do a deadly spinning dance across your bones. 
In addition, once in awhile they will open their chests and shoot out a few Dan-hungry crows py 
who are looking to peck out that one good eye. While the game warns against antagonizing 
these straw-filled buggers — instead telling us to block their paths with objects (such as the 
wagons) — you’re going to need to kill them all if you-want to get enough souls to fill the 
Chalice. Your hest bet is to keep moving around them, while whacking with your Sword. 

They take multiple hits,but eventually go down for the count. 


HAY MONSTER: These strange and relentless creatures live in the hay-stacks and will pop out 
and run at you with their pitchforks-atthe most inopportune moments. There is no real strategy 
to taking them out. Just keep on whacking them with your Sword until they break up into body 
parts. 


METAL MACHINES: These mechanized contraptions are a bit menacing at first. Their heads A US 
shoot hallsof fire at you and, if you get caught between their legs, you're sure to lose some ‘a 
precious life energy. The trick to felling these “Goliaths” is to dash underneath them (between 
their legs) right away and first shoot out the head with a projectile weapon, then go for the 
puny little Imp who’s revealed operating the controls in its back. Eight or nine hits on each will 
bring them down with a bang. 


pen __DEMONS OF THE WHEAT-Maniacal little beasts that will suck your life away in an instant if they 
catch you. Living exclusively in the wheat fields; they crazily giggte and jump around. When 
not doing this, you can easily spot them by the trail of dust they.kick up as they run around. 

pe Stay on the paths-and don’t try a short-cut through these fields, only death awaits. 
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Now grahthe Moon 
Rune ie Machine 
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back to this door- 
Way. 


gate and prepare for 
your next enemy; the 
Metal Machine. In order 
Ee tofell this mechanized 
 … giant, equip your 

23 Crossbow and quickly 

5, run between its legs 

(without touching iso 


ien ida £ 
bete 

haven't noticed, those hats 
can hurt ou. Keep swing | 


ing your Sword while 
E À BEE 
P7 at hay (their deaths don! 
meen, 


an 
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Collect the Silver 
‚ Shield, shoot down 
the Machine and its 
Imp just as before, 
< and grab the Chaos 
Rune — you know 
what to da with it! 


| 
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How move on and 
place the Earth Rune 
ín the receptacle to 


open the gate, then | 


run gast the windmill 
when it's safe to do 
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This new area can 


pe abit tough. First 
take out the two Hay 
Monsters you 
encounter, then head | 
left and around this k 
barn. 


Around the corner iS | 
a Fountain of 
pejpvenation, Fm 
betting you 

some. 


4, Keep following the 
barn until you come 
to this area, with a 
wagon, a haystack 
and a skull and cross- 
bones chest. That 
chest holds Kui 
Katura the Serpent 
Lord. luickly get over there 
and free him. 


AL 


Follow the path 
around to this next 
area and take out all 


| ofthebaddies before | 


bringing down the 
Metal Machine. 


Don'tforgettoset 
these Ivo 


haystacks on fire as 4 
well. 


"4 Will get 
asta Stay on the air 


Pr ama Men 


Al energy Takeabalh ”” 
in this Fountain and 
replenish your 


Continuing along, we 


come fa yet another 


__ infernal machine. The 


5 keyhereisto hug the 
walls and avoid the 


Wait for the wheat 
to stop blowing on 


2 (heside you're 


crossing, then dash 
through to the other 
side and out the exit, 


Almost there! This 
one’s easy. Those 
spiked spokes rotate 
over your head, so they 
Can't hit you unless 
you're jumping. Wait 


Finally, the last one. 
Run against the grain 
counter-clockwise 
until you get to this 
final exit (there are 
two). If you hug the 
middle and jump over 


stream of wheat that 

Comes shooting outof $ Á for the large gap (one of 

the holes. One hit from 5; the spokes must he the spikes whenthey Ka 
missing)and quickly &S flick out at you, you should 


== 


the wheat or, if you Ens 
move to close to the center, n Ben jump over each ohstacleonthe “S 
you're going bye bye. s / floor. 5 


en EN | | 8 — | 6 eN 


{his é Now its all the way ge 
rrd back to the barn. 8 | ee jn eer Js 
heen searching for, Believe me, [didn't NN smecsrad 
the Harvester Part, _% pieterr $ reid 
aen peer eerd ' Part from your inven 

5 ward. Just remember the toy and watch what 
obstacles each machine # happens. 
{hrows at you and have s 
patience, I'Il see you at the other 
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Vil Ket galhi'sere ke \ 
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; (coll your gaies SG __à « Fmsorrytobreak 
Which includes a Life this to you, but we're 
Botte if you've returned € going to have to go 
toDan's Crypt, you should through that set of 
now have five). You might machines one more 
et logelsome energy : time. This time, when 
IEN ar; Fountain if you need “=S brlointedn 
| if leads to the end of this 
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ee iej Sthver Shield 
Chaos Rune ef En 
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T Rune None THE ENCHANTED EARTH, A5 WELL AS THE SLEEPING VILLAGE, UNTIL YOU BEAT 
5 Ame ENEMIES: PUMPKIN GORGE AND THE NEKT LEVEL THAT OPENS UP - THE PUMPRIN SERPENT, 


‚ LIFE BOTTLES: Û Dwellers PUMPRIN GORGE 15 A FOUL-SMELLING PLACE, FILLED WITH THE STENCH OF ROT- 
VL ALS: ] _ Pumpkin À TING PUMPKINS, IT SEEMS GALLOWMERE'S PRIZED FRUIT HAS GONE TERRIBLY 
‚ ENERGY _ Roots and Tentacles BAD AND IT’S UP TO YOU TO CLEAN UP THE MESS WATCH OUT FOR PUMPKIN Il 
STAINSOE ie HAZARDS FROM EVERY ANGLE IN THIS LEVEL, A5 THERE ARE A MULTITUDE OF W 
FOUN ie POTENTIALLY DANGEROUS PUMPKINS TO BE FOUND HERE, WHICH RANGE FROM | 
Ei UVEN. ATION: THE BOUNCING VARIETY TO THE EKPLODING VARIETY TO THE “SPROUT FROM [j 


THE GROUND AND KILL YOU” VARIETY, IT’S GOING TO TAKE A NIMBLE SWORD- 


RR" a Ad Mn WIELDER TO CARVE THEM ALL INTO PIECES — 
a Ann (TAD grap EG A VERA NAMELY YOU. THIS LEVEL AL5O HAS THE CHALICE 
slik Ten A ef f Î | ef ld 

ed ki Á genen) IN A WELL-HIDDEN SPOT, BUT, NEVER FEAR FELLOW 


GALLOWMEREAN, WELL SHOW YOU EKACTLY 
WHERE IT IS! 


Len 


The Chalice is cleverly hidden behind a 
breakable wall in this level. From the start, enter into this underground passageway until you 
come into this small room. (1) After defeating the numerous Pumpkin Dwellers, use your Daring 
Dash, War Hammer or Wooden Club to break apart this wall (2). On the other side is another room 
which houses the Chalice, as well as another passage which leads out into the open. (3) Voila! 


_… These pumpkins are borne 
ofz et s magic 7 wil G at nothing to kill you. Looking like seemingly harmless ripe 
pumpkins sitting on the ground, they will violently sprout when you get near and and attempt 
to strike at you instantly, jumping to-and fro. There are two kinds of Pumpkin Dwellers: the kind 
that will send out a deadly tendril in-a quick, licking motion, and those that shoot out deadly 
pumpkin goo. These enemies have enough brains to block your projectile weapons, so you’! 
have to get in close with your Swords if you want to do them any damage. In my opinion, the 
only good pumpkin is a dead pumpkin, so show them-who’s in charge! 


It seems there’s a greater menace at work behind all of the Pumpkin 
Dwellers, but we won't find out until next level. In the meantime, this mysterious beast is 
using its roots and tentactes to strike out at you. All it takes is a couple of well-placed thrusts 
of your newly acquired Broad Sword to sting these tendrijs and they won’t bother you again. 
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should be able to jump up and 


anas sag your prize — the Time Rune. 
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you'Il come to an 
intersection. To the 
left is a mushroom 
that leads to the 
exit, to the right is 
‚ more danger and had 
— fruit. No contest, 
let's head left. 
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Basically, we're going f 
lo start heading hack to 
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Chalice. By now. you 
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lected enough souls to 
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until you get to the 

intersection we 
came across earlier 
This time head up 

the mushroom and 
5, out the exit. Back to 


4 _ collect the two 
Energy Vials (no 
_ doubt you need 


| Kill the Dwellers, 


…_ There's another sel … 
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other side, crack 

“em like nuts then 
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into the room where 4 


_, we got the Time 
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WE'RE NOT QUITE DONE WITH THIS WHOLE MESSY PUMPKIN BUSINESS, IT 
SEEMS WE HAVE A MANDATORY MEETING WITH THE PUMPKIN SERPENT. HE'S NOT TOO 


HAPPY WITH THE WAY WE'VE BEEN TREATING HIS PUMPKIN DISCIPLES AND WOULD 
The Pumpkin Serpent 
| LAND f 
® CROSSBONES 


LIKE TO HAVE A WORD OR TWO WITH US, THIS LEVEL THROWS EVEN MORE PUMP- 
KIN MAYHEM AT YOU, AND IS THE FIRST TIME WELL 

GET TO USE THE WITCH TALISMAN, 
CHESTS: 1 


_ : 
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Puzzle 1: CALLING THE PUMPKIN SERPENT: Like the Stained Glass 

Demon from the Hilltop Mausoleum, the Pumpkin Serpent won’t 
appear unless you figure out a way to summon him. After a brief discussión with the Pumpkin 
Witch, (1) Dan finds out he has to burst nine disgusting pods that are spread throughout the 
level. (2) Refer to the map to see where all nine are located. 


Puzzle 2: THE CHALICE OF SOULS: Those tricky level designers. See this root-infested well sit- 
ting in the mud? Well, after you've called and defeated the Pumpkin Serpent, it's roots (which 
have spread through the level like disease, choking all other plant life) all but disappear, leaving 
beautiful flowers growing in its wake. If you head back to the well, you”Il discover the roots 
have gone. Jumping inside it drops you down into a secret underground area, where the Chalice 
is just waiting to be taken. (3) 
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ze BOSS: THE PUMPKIN SERPENT: When the Pumpkin 

Serpent finally comes to life, he isn't very happy and he”Il let you know it. He's well aware of — 
the trouble you've been causing and now wants to dish his own deadly version of Pumpkin 

Mousse all over your bones. The key to beating him is to stand as far back as possible, out of 

the way of his lashing tentacles and spurting pumpkin pieces, and hurl any and all projectile 

weapons at him — the Crossbow is definitely the recommended weapon of choice. If you leave 

the two skull and crossbone chests alone until he comes alive, you can smash them open and 
reap a good amount of hurtin” on him as well. If you're diligent, he should sputter and fall in no 
time, with very little damage to you. 
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er Ante NGEECIKLPEEMS: 
RUNE STONE ú Cels Cas THE SLEEPING VILLAGE WAS ONCE A JOYFUL PLACE. THESE DAYS, 
/ Rune 4 ar Saeke SINCE THE RETURN OF ZAROK, THE TOWN I5 SHROUDED IN ETERNAL DARKNESS 
Moon u dist of Mr. Shán 
«Chaos Rune Raar AND THE INNOCENT VILLAGERS HAVE BEEN COMMANDEERED TO DO HIS EVIL BID- 
oe i LCrucifix DING, EVEN THE MAYOR HAS GONE MISSING, ONE CAN ONLY HOPE HE'S HIDDEN 
Earth, Rune P Safe Key 
LIFE BOTTLES:0 $ Shadow Artifact 
TERC ALS:. 
ENERGY V1/ 


THE TOWN'S SECRETS SAFELY AWAY FROM THAT DRESS-WEARING MAD-MAN, 
ONCE IN THE TOWN, YOU’LL FIND THAT THE VILLAGERS ARE OUT FOR YOUR 
ENEMIES: 
FOUNTAINS OF 


BLOOD. IT’S NOT THEIR FAULT, REALLY. 50 TAKE CARE NOT TO HARM THEM. IF 
ing Villagers YOU HAPPEN TO TAKE ONE OF THEIR LIVES, YOU WILL BE PENALIZED BY SUB- 
Sleeping ViHagers 
/ REJUVENATION:) Guards 
WEAPONS AND 
SHIELDS: 


TRACTING THAT AMOUNT FROM YOUR SOUL COLLECTIVE, INSTEAD, IF THEY 
BECOME BOTHERSOME OR YOU NEED SOME 


BREATHING ROOM, A GOOD, SOLID DARING DASH 
fj Sifver Shield 


WILL RENDER THEM UNCONSCIOUS FOR A SET AMOUNT 
OF TIME, 
Wooden Club 


Puzzle 1: THE CHURCH CRUCIFIX: It seems this Grucifix holds the key to the 
town’s well-kept secret. Alas, it has been taken from the church by the 
Mayor. Why would he commit such blasphemy? (1) Luckily, there's a black- zj 
smith keep in the village where you can create another, if only you had the right materials. Well, what ee 
are we waiting for? You'll find the proper cast hidden behind these breakable bookshelves in the town 

library. (2) As far as the metal, I've heard there's a shiny gold bust of Mr. Shanks in the Troll’s Head Pub. 

Although, he keeps it way up high so none of the customers can muck it up with their greasy mitts. (3) All 

we need do is break the barrel blocking this fenced area in the corner and claim the Earth Rune. (4) Now, 

take the Rune downstairs and enter the gated section. Inside, you'll find the switch to lower the bust on \ 
the pedestal. (5) Bring the items back to the hlacksmith and throw them both into the pit. (6) Now jump k 
that bag o” bones up and down on the bellows until you've heated them enough to create the Crucifix. 

Take the new Crucifix to the church, place it into the proper position and you'll be rewarded with the 

Safe Key. | wonder what this will give us? (7) 


Pd 


Puzzle 2: THE SAFE KEY: The Safe Key is used in the Mayor's House. Where is the Mayor’s house, you 
ask? Enter in this gated area in the park (which opens when you replace the Crucifix in the church) and 
you'll come out in a new area. (8) Jump onto the bails of hay, then onto the roof next to them. From here, 
it's a jump across these small buildings to the Mayor's House. (3) Jump into the chimney like Santa to get 
inside (the front door’s inconveniently locked) and use the Safe Key to obtain the Shadow Artifact. (10) 


THE SLEEPING VILLAGERS: These involuntary pawns of | 
Zarok do not know what they are doing. They are under the evil magician’s spell and shouldnot _— 
he harmed. Even one killed will jeopardize your chances of obtaining 100% of the souls on this 
level. In order to put some distance between you and one of these relentless villagers, use 
your Daring Dash to temporarily stun them into unconsciousness. 


THE GUARDS: The Guards don’t enter the level until you've obtained the items for the Crucifix. 
Once they arrive, they spread out in search of the Shadow Artifact. As soon as you spot one, 
don’t hesitate to lunge in for the attack, as they come packing muskets and will shoot on sight. 
As typical, a couple of well-placed Broad Sword swipes will send them to meet their maker. 
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Nome 
_ ENEMIES: 


De s Grounds keepers. 


AS IF THINGS WEREN!T CRAZY ENOUGH, POOR OLD SIR DAN’S GOT TO 
HEAD THROUGH THE ASYLUM. BUT, BEFORE HE CAN EVEN GET THERE, HE'S GOING 
TO HAVE TO NAVIGATE THROUGH THE ASYLUM GROUNDS „WHICH 15 HOME TO 
THE TACK OF THE GREEN AND HIS INSIDIOUS HEDGE MAZE. IT WOULD MAKE 
3 3 S A GOOD SENSE TO PATRONIZE JACK, HE LOVES TO TELL.A GOOD RIDDLE AND 
7 k SHIELDS: ka Ee , HE'S THE ONLY ONE THAT CAN SHOW YOU THE WAY OUT. SOLVE HIS RIDDLES 
df & Silver Shield Ee AND JUST MAYBE YOULL FIND THE EKIT, DON'T 
1 se jn ” 


AND IT’S BACK TO BEING WORM BAIT FOR YOU! 


Puzzle 1: Each riddle Jack of the Green throws at you is a puzzle. 
They, and their answers, are listed below: 
A) Riddie: “At night they come without being fetched; by day they are 
lost without being stolen.” 
Answer: Stars. There are a total of five Stars to be found amongst the 
hedge maze. Refer to the map for their locations. (1) 
B) Riddle: “1 live for laughter, | live for the crowd, without it | am nothing.” 
{ Answer: Clown. The Clown is located here (see map). (2) In order to show Jack you can solve the 
__— _riddle, you’Il need to make this clown happy so he’! show his face. Each of the five plaques sur- 
4 rounding it in a half circle needs to be turned to the smiling mask. Sounds easy? Not when they 
g turn back on you. Each one moves at a different pace, so you'll have to be quick. Start with the 
first two on the left. Once you’ve turned them around, run over the two on the right and rotate 
them. Now, hit the one in the middle. If you’re quick enough, you turned them all before they 
turned back on you. 
C) Riddle: “Face like a tree, skin like a sea, a great beast | be, yet vermin frighten me!” 
Answer: An Elephant. The Elephant in question is here. (See map) (3) You're going to need the 
help of a little mouse in order to completely solve the riddle. It just so happens one’s held up 
here in this cage. (4) Grab the Chaos Rune here… (5) and set the mouse free. Now, lead the mouse 
through the gaggle of mangy cats to the Elephant (you might want to clear the way of hostile 
Grounds keepers first). 
D) Riddle: “1 tolerate the moon and stars, | can’t abide the sun, banish me with torchlight and 
you’Il see me turn and run.” 
Answer: Darkness. There’s a building deeper into the maze that can be lit up by positioning 
three lit pedestals outside its windows. (See map) (6) Move the three blocks accordingly, and you 
will light up the moon emblem on the floor inside, thus solving riddle number four. 


Puzzle 2: The Chess Board: The chess board is your last obstacle in getting through the maze. 
It’s a simple puzzle, really, that involves getting the stubborn chess pieces to their correspond- 
ing colored square on the board. The key to this puzzle is that each piece will only move like 
their real-life counterparts. The Bishop only moves diagonally, the Rook, vertically and horizon- 
tally, and so on. Get them all onto their colored squares, and the secret entrance to the Asylum is 
revealed. (7) 
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THE GROUNDS KEEPERS might have been normal, law- 

{4 __abiding every day citizens. But, after years tending to this bizarre and twisted landscape 
neighboring the asylum, they've lost their marbles as well. Throw in a dash of Zarok’s had juju 

—= _ andit’s arecipe for disaster for our old friend Fortesque. While they might look a bit portly, 

s these crazies are tough, requiring multiple hits from just about any weapon. Get in close and 

chop away with your Broad Sword, until they are ashes and dust. 
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4D RE] UVENATION | Zombies BEE INSIDE THE ASYLUM IS LIKE PARTICIPATING IN AN ETERNAL NIGHTMARE, 


/ U Ghouls APP ARENTLY, ZAROK KNOWS YOU'RE HERE AND HAS DECIDED TO SET THE ASYLUM'S OCCU- | 
è ONES CHESTS:| . PANTS FREE, OF COURSE, IN THEIR WARPED, TWISTED MINDS, YOU'RE THE ONE TO BLAME FOR (fj 
Crazses THE(N BEING HERE IN THE FIRST PLACE, 11’ GOING TO TAKE A LOT OF DETERMINATION AND _\M8 
PERSEVERANCE (AND A LOT OF HEALTH) TO HACK AND SLASH YOUR WAY THROUGH THE 
HORDES OF FREAKS LOOKING TO GET THEIR HANDS AROUND 
YOUR SPINAL CORD.. GOOD LUCK. 


STRAIGHT-JACKETED CRAZY: In addition to the Zombies and Ghouls we’ve come to know and 

love, you'll meet the straight-jacketed crazy. These guys are amped on adrenaline and, most 
likely, a concoction of Asylum “vitamins.” Where's nurse Ratchet when you need her? Just 

keep whacking at ‘em with your weapons, until they clear out. 
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SHIELDS: 
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SPECIAL ITEMS: 


Shadow Demon 
Talisman 
ENEMIES: 
Mutated Toads 
Poisonous Plants 
Shadow Demons 
Fiving Demons 


THE ENCHANTED EARTH IS WHERE THINGS KICK INTO OVERDRIVE, THIS 16 ACTUALLY A 
\ TWO PART LEVEL, MEANING YOU'LL HAVE TO PLAY IT TWICE TO FINISH IT, THE FIRST TIME 
BÀ THROUGH, YOU'LL ENCOUNTER THE “LEVEL WITHIN THIS LEVEL,” THE ANT CAVES, WE WILL 


ADDRESS THE ANT CAVES IN THE NEKT CHAPTER OF THIS GUIDE AND, INSTEAD, FIRST FOCUS 
ON ALL OF THE THINGS SIR DAN WILL NEED TO ACCOMPLISH 
TO BEAT THIS LEVEL, 


Ee Puzzle 1: The Rdic Bir and her Ees Not a very hard puzzle, tie 
Dragon Bird watches over her precious Treasure-filled eggs. Head up 
the platform to the top of her nest. (1) Once up there, you're going to have to nudge those eggs up 
and over the side of the nest so that they break open, revealing their goodies. Of course, she 
won’t stand for this, and will swoop down at you every so often. When you hear her coming, hit 
the Shield button and you’ll successfully duck underneath her grasping claws. 


Puzzle 2: Shadow Demon Talisman: In order to get the Shadow Demon Talisman you will have to 
enter the tomb of the Shadow Demons. Use the Shadow Artefact in front of these gates to get 
inside. (2) Once inside, you'll be faced with a cryptic puzzle. By stepping on the four element 
stones in the correct order, you’ll he able to uncover the Shadow Demon Talisman. Here's the 
order: Fire, (3) Earth, (4) Water, (5) Wind. (6) Behold the evil you have unwittingly unleashed, then 
grab the Shadow Demon Talisman. (7) 


MUTATED TOADS: These guys aren't your typical, run- 


EE of-the-mill, beer commercial type of Toads. No sir, they 

are edeaily and lethal, spitting out harmful batches of poisonous green goo at their unsuspect- 
ing adversary — that’s you, bone-head. You can pound them with your War Hammer, if you like 
and fast projectiles also work, such as the Crossbow, but you’!l find that you waste quite a bit 
trying to keep a bead on them. If you watch them, you’Il notice that they do have a pattern to 
where they jump. This way, you can at least figure out where to land your next strike. 


POISONOUS PLANTS: This foliage comes in two types and both can kill. Once you get in range, 
they will shoot out deadly gaseous halls of poison that do serious damage. Stay out of range 
and take them out with a projectile weapon, such as the Longbow. 


SHADOW DEMONS: These mean and evil creatures appear because you freed them. They are 


extremely strong and take multiple hits, even with your Enchanted Broad Sword. 


FLYING DEMONS: The two Flying Demons are the bosses of this level and can be found upon 
entering the forbidden area with the Shadow Demon Talisman. At first, they fly in circles 
around you while you ride on a rising platform. When they stop circling — this is your cue to 
shoot, using either the Crossbow or the Spears. Eventually, they will literally “bring down the 
house.” If you stay away from the falling molten rocks (watch for their shadows), while shoot- 
ing at id you will succeed in beating them. 
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EVEN THOUGH IT LOOKS LIKE WE'VE FINISHED OFF THE ENCHANTED EARTH, YOU AND 
| KNOW THERE 15 UNFINISHED BUSINESS TO TAKE CARE OF HERE, 5O, IT'S TIME TO SUMP BACK 
INTO THIS TORTUOUS LEVEL AND SEE WHAT THE WITCH OF THE FOREST HAS IN STORE FOR 
YOUR BONES, THE ANT CAVES I5 AN UNDERGROUND NETWORK OF COMPLEK CATACOMBS | 
B| THAT WOULD HUMBLE EVEN MAGELLAN, MY ADVICE WOULD BE TO REFER TO THE ACCOM- 
7 PANYING MAP AS MUCH AS POSSIBLE, TO KEEP AN IDEA OF WHERE YOU ARE IN THE LEVELS, 
YOU CAN AL5O LOOR FOR LANDMARKS, SUCH AS EMBLEMS 


ON THE FLOORS OR WALLS, 5O TO KEEP YOU FROM RUNNING 
A INCIRCLES, 


Puzzle 1: Free the Faeries: There are a total of Six Faeries to he 
freed deep inside the Ant Caves. (1) See the map for the location of each. 


Puzzle 2: Collect the Amber for the Witch of the Forest: The Witch has requested that you bring 
her back seven pieces of Amber for her frothy brew and she will reward you with Chicken 
Drumsticks. Don’t disappoint, as she won't ask you again. Amber can either be found lying about 
in certain areas, (2) or revealed when you pound out a larvae; the Ant's favorite dietary staple of 
food. (3) There are more than the quota she’s given you, so don’t give up until you've found 
enough. 


he GER on EO ' Ent 4 


amy ws:n The Ants are wrede in this level and 


es ne 
7 4 will int and either stine you withtheir pinchers, or shoot venom from their tails. Smash the lit- 
4 _ tlepests to a pulp with your War Hammer — any chance you get! 


THE ANT QUEEN: This menacing Queen is so fat and bloated with eggs, she can only shoot at 
5 — you with acid-like bile from where she rests, or send-out a few Army Ants to do her bidding. Her 
» Strong outer-shell protects her from harm, but she will reveal her soft, prone underbelly when 
4 she gets particularly frustrated. Why not rub her the wrong way by avoiding her shots and 
' killing her mercenaries, then shooting her with a san jaa when she rears i' 
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; ' 5 : p 5 Fromthisround- 
B é lectthe Witch , 8 f 
| First stop — let's IE … Onceinsidethe about you should go Well, now 
ps 4 summonthe Witch …, 4 : mire 4 | Caves, switchto © $ Fina ese 4 west tof 
£4 © oftheForest,who Pi © pon her presence. your War Hammer | rag El vam 
tothe left in this à challenge: Headinto 4 ì smashthosepesky _ 5 wall. rise, wird 
Ds, teren Debatten U Nt heen me P rd 
place when you spot pn in tege e 3 — way, he will also open 
her cauldron, Den é up this portal for you. 


Head on down into 
the caves and you'll 
come to the first 
intersection — go 
right. 


Totheleftaremore op 
rocks blocking your 
path, leave them and 
keep headingtothe PA 
right. Thispathhas go 
an Energy Vial sit- 

ting inthe middleof & „© 
L £ 


This path leads down 
to another fossilized 
insect emblem on the 
floor and an Energy 

Vial. The path contin- 
ues straight on and 

also branches to the 


» 


di 5 
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{n this room you IL 

come across your hg 
trapped Faery, aS WE 
hees \arvae. Bash 
he larvae for SOME 
possile Treasure and 
free the Faery witha 
oid Daring Dash. 
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…ând eventually 
Curves around and 
upwards. Beware of 
rolling rocks! 


just hefore you get 0 
{he next room, you” 


encounter another 


Faery. Free him and 
you've got three to 0. 


The top of the passage 
leads into this cav- 
ernous room filled with 
hostile Ants, larvae, an 
Energy Vial, a piece of 
Amber (that's two), a 
Faery (four to go) and 
three new ways to go: 
left (blocked by rocks), 
center and right. Why change 
now? Take the right path. 


This causes a small 
Cave-in, but not to 
Worry, your War 
Hammer can crush 
those puny rocks. 


This path hits a “T” 
intersection. Go 
right and down into 
this room. 
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This large room hous- 
€s another Faery (two 
left), larvae, Amber, 
ând an adjoining room 
totheright. 


Break one rack on 
the cave-in to your 
right and continue 
down the passage. 
You will come to an 
image of a snail-shell 
imbedded in the 
ground as well as 


your first piece of Amber. 
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At this intersection, 
you'll find Ants 
snacking on some lar- 
vae. Crush them all to 


reveal your third piece 
of Amber and some 
Treasure then go right. 
(Remember this spot, 


we'll he coming back here 


later.) 


The next adjoining room 
is the way to the hoss — 

The Ant Queen. We're not 
quite ready for her 
though, so don't break 
down the wall that sepa- 
rates the next room just 
yet. In here, you'llfinda | 
Fountain of Rejuvenation, © 
another Faery (one more), a 


left witha blocked ed d 
wall. Keep going straight * Ld : 
3 Ì Merchant Gargoyle and some possi- 

ble Amber. 


A “ 


This room should 
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Head hack into the first + off P ing up his 
ni | er up the last Keep on going, Up MIS 
zik valid piece of Amber as Head up this next gassaeeajand 
& le passagew ik well as some more passage and you'I! hit tis fami lar hi rom | 
lado intere Wi Treasure. Break down # find not only an aen Î 
pouco tiens the only other wall PB Energy Vial,butthe parade En 
Emblem on the floor, and passageway „tl LS last remaining Faery. Î Fountain ap tis war aad | 
orn ande Kk more treasure, but we gol 
down this wafr ik what we want, it's time to 
veave. Head straight, down and 
around this passage. 
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ce Sali and Crossbones 
RUNESTONES: Chest: 


gn SPECIALITEMS: 


|, LIFE BOTTLES: 5 ghoels 
{ ENERGY VIALS:) 8 ENEMIES 


f: FOUNL AINSOF Armored Knights 
(EOUVENATION:) Ad waer 


WEAPONS AND Ghostly Apparitions 


SHIELDS: 
6) Silver Shield 


je ancient dead 


THE POOLS OF THE ANCIENT DEAD I5 THE BATTLEFIELD WHERE YOU WERE STRUCK 
DOWN100 YEARS AGO, HERE LIE THE THOUSANDS OF WARRIORS WHO LOST THEIR LIVES IN THE 
GREAT BATTLE, |T SEEMS THAT THE AREA WAS WALLED-OFF AND LEFT ALONE ALL THIS TIME, 
FOR HISTORICAL REASONS, AND NOW, BECAUSE OF ZAROK'S REANIMATING MAGIC, THE DEAD 
ARE ONCE AGAIN RISING, READY FOR BATTLE... AGAINST YOU! THIS RAIN-DRENCHED LEVEL 
PRESENTS A UNIQUE SET OF CHALLENGES FOR MR, FORTESQUE, A5 THE PATHS ARE NARROW 
AND SLIPPERY, IN ADDITION, THE ENEMIES WILL STOP AT 
NOTHING TO SEND YOU TO YOUR DEATH IN THE MARSHES 
BELOW. 


Puzzle 1: Retrieve Eight Lost Souls: The Boat Man (aka: The Grim 


Reaper) has been busy shuttling the dead back to where they belong. Unfortunately, business 
has heen so brisk that he hasn't been able to keep up. (1) If you help him collect eight Lost Souls, 
he can offer you a ride to the sunken town of Mallowmede. Please utilize the map in order to find 
the locations of all eight Souls. Some advice: Tread slowly on the muddy narrow paths, jump 

across the smallest of gaps, and prepare yourself upon getting the last eighth Soul as ahevy of 
enemies appear after you 5 it(2) 


pa _ARMORED ucTs. These rita Eh: creaky 

Armored Kni is won't wtactalky attack you, but they will try to shove you into the murky marsh __— 
below. Don’t get too close and whack away with your Broad Sword until you push them into the 
drink. This is the only way to kill them, as your weapons are not strong enough against their 
armor. If you're feeling really lucky, you can use your Daring Dash to ram them off the paths, 
hut that’s a risky proposition, as you're likely to fall in right along with them. 


u 


UNDEAD WARRIORS: These pesky enemies will throw axes at you that will not only harm you, 


but push you precariously backwards when they connect. Take them out as soon as possible, 
en Lyon raare them. 
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Following the path 5 Att de en 
onward, we come to ded Up and down this, 
zumber wo. Yon night 4 sisa Mertan and tie om 
have noticed (hat hit ee  Gargoyle. Buy what 
ting him from the front S < yowneed. 
is less effective than 4 
ò getting him from the 
5, behind or the sides. 
You”Il figure it out soon 
> _gnough. 


network of paths will LES p grt 
ede 5 another two Lost 
Armored Kaihts, ma ld 
re BD | via 


Enlisthis help in 
E ad 
e 
P, guys. 


Soul to your left. Snag 
il, and you activate a 


tough. If you even 
mistakingly hit one 
of those skull and 
crossbone chests, 
— they all will gooff 
sand you will find your 
_ self taking a long and 
—_ unwanted dip in the mud. 
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ant omging oer te Heating pis 
gap in this area wil ome rol ramp will give you 
with two { the eighth and final 


9, (ectortieChalice 
— ___ Uptop we meet anew 
enemy, Ghostly Apparitions. 
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… WEAPONS AND 
5 SHIELDS: 
5 8 Silver Shield 


SPECIAL ITEMS: 
NV Star Rune Note 


j LIFE BOTTLES: 0 ENEMIES: 
: ENERGY vIALS:! Ed 
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br FOUNTAINS 


Ó d Sea lizards _ 
5 ze 1 Àr mort 
REJUVENATION: 5 


WELCOME TO THE SUNKEN CITY OF MELLOWMEDE. THIS PARTIALLY- 
SUBMERGED TOWN IS A BREEDING GROUND FOR A HOST OF EVIL UNDERWATER 
CREATIONS, HERE YOU/LL FIND THE GOING SLOW AND DIFFICULT, A5 WHAT'S LEFT 
ABOVE WATER I5 CONNECTED BY NARROW WALK WAYS5 THAT ARE MORE OFTEN 
BLOCKED WITH ENEMIES, TAKE YOUR TIME, WATCH YOUR STEP, EKPECT THE 
UNEKPECTED AND YOU’LL DO JUST FINE. TWO PIECES OF ADVICE FOR YOU: 
1) GO BACK TO AN EARLY LEVEL (SUCH A5 THE GRAVEYARD) AND REPLAY IT 
ENOUGH TIMES 50 TO STOCK UP AND FILL ALL OF YOUR Lie BOTTLES WITH 
PRECIOUS ENERGY, 2) THE BOOK AT THE BEGINNING OF THE LEVEL WARNS OF 


THE WATCHERS, IF YOU TAKE OUT THESE CRUSTY EYEBALLS QUICKLY, THEY 
WON’T BE ABLE TO SUMMON OTHERS, THE PROBLEM IS, 


YOU NEED TO LET THEM CALL THEIR EVIL FRIENDS 
IN ORDER TO COLLECT ALL OF THE SOULS FOR THE 
CHALICE, YOU'LL KNOW WHEN THEY/RE DONE, A5 
THEY CLOSE THEIR LIDS WHEN THEY/RE FINISHED. 


There really are no puzzles to speak of in this level. You're going to need to locate all three 
Runes with which to activate the Crystal contraptions and freeze the Whirlpool, (1) then find the 
last Rune to exit the level. (2) See the map for all of their locations. 


Dl ee en 


_bloodshot bal you've ever seen and vou ’Il have ’ 

good idea what these things look like. Watchers can 
he found attached to sides of buildings, like a barnacle on a boat, and come in two flavors; the 
Summoners and the Spitters. The Summoners, once they get a bead on you, will use some form 
of telepathy, calling the Water Creatures out from the murky depths to do their bidding — 
namely, pick apart your bony hide. Unfortunately, in order to collect enough souls for the 
Chalice, you're going to have to let them call on their crustacean friends. The Spitters are 
dark, black colored eyeballs that will spurt out their deadly eyeball secretions at you. When 
you see one, quickly go in for the kill, or use a projectile to take them out. 


SPITTING FISH: These loogey-hocking Fish are nothing more than a nuisance. They hang 
around the unstable walkways that connect the remnants of the submerged city together and 
will literally hop out of the water in hopes of knocking you in. Kill them, if you like, but these 
suckers are soul-less and won't help you in your quest for the Chalice. 


ARMORED SEA LIZARDS: The Armored Sea Lizards are a mean and tough bunch. They usually 
come in pairs, when summoned by the Watchers, and will inflict huge amounts of damage if 
they hit you with their venomous spittle. Unfortunately, you're going to have to do battle with 
them, so use your Shield often to block their attacks then go in for the kill (which takes multi- 
ple hits). Fighting them-on solid ground is easy enough, but on the small walkways is another 
story altogether. They easily block any projectile weapon you toss at them, and knocking them 
into the water just makes them angrier. Why not throw them a Chicken Drumstick every so 
often and see what happens? 
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After a lovely ride 
Á «from our friend 

fB peath wefindour- 
selves on the out- 
skirts of 
Mellowmede. Thank 
him for the ride and 
get ready for a tough 
evel. 


When you get to this 
“L” section, you'll 
notice a wooden 
switch at the far end. 
By hitting the switch, 
the “L” platform will 
rotate and connect to 
another walkway. 
Start off hy leaving it alone 
and taking the route to the left. 


JV om 38 d 


Attached to this 
building is Watcher 
number two. This 
type of Watcher 
isn'tinterested in 
summoning allies, 
he just wants lo » 
showeryouwitheye == 
boogers. Whack him. 


li, 


The hook at the hegin- 
$ ping of the level wars 
8 ofthe Watcher. Don’! 
SS  peedits advice. When 

u come across thesë 
gyal, lt them cal 
their evilallies — WE 
need the souls. t 


or fovent got T now - better to 
r went got your arm pr 
Et brl than charge pane sore : 
wete „if they spot von en 


others nn 


summon 


Following along this 
path will bring you to 
dry land. Here, you'll 
find your first Watcher 
attached to the wall of 
this building. Let it eye- 
ball you and summon 
his friends. 


Once you've cleared 

the area around the 

Walkway, head to 

the right to 
encounter another 
Slimmoning Watcher, 
more Armored Sea 
Lizards.. 
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The Armored Sea 
Lizards it calls leap 
from the depths. Use 
Your shield to block 
their lethal spit, then 


Slice them with 
Bro Svord. 


Head on up the stair. 
4 — Way and along the 
B © path Be careful not to 

fall off either side or 

Îl's instant death. 

When you get to these 

Spitting Fish, yon can 

either shoot them 
… down or just pass hy when 
it's safe. 
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… nd the Earth Rune 
/ sitting at the end of 


6 this rickety old bridge. 


4 … Way you came and get 

2 Yourself back to the 
dd 
Give the wooden 
switch two wtacks so Î 
you pass hy the next 

Walkway and connect 


_ to the following path The 
firstis a locked gate) 


Turn around and 
head straight back 
into this small area. 
Take out the annoy- 
ing Suitter, collect 
{he Treasure in the 
corner and enter 


gither dark doorwaY. 


Len 
hi LZ 
Inside this watery 7 “ 
area, head right and Hey, that's the exit, 
collect the Energy We're not even 
Vial, then head on out  @  & _ Closetoheing done 
to the next area. Eene REESE _ YOU Just file away 
E this location in your 
nnn ee brain until later. 
Dj es ns es let's deal 
ann With the two W, 
TE and ie Amores See 


Head down this new 
pathway and you'l 
encounter a few more 
Armored Sea Lizards. 
Don't even try to kill 
them. Instead, throw 
them a Chicken 
Drumstick and watch 
the results (particularly if 


you need energy). 


Ee, hi 


Lizards... 


 gemoredSealizardshatappea. 


When you get to this 
intersection head to 
the right. Your first 
step around this mas 
sive whirlpool will be, 
to insert the Chaos 
Rune into this strange 
looking Orystal COM 
traption, then fight the 


Kn. 
e 
Lei 


…ând grab the Chaos 
Rune sitting in this cap- 
sized boat. Grab it little 
buddy! 


& 


Before we venture into 
the frozen whirlpool, go 


right one more time and Before jumping in, you 
soak up the much-needed might want to take a 
Energy this Fountainof > couple strolls around 
Rejuvenation has to ofer. 4 the wiripooltoseeif 


you missed any d 
Armored Sea Lizards. 

Then,takealeapof 
faith and jump on down. > 


|bet you've never 
seen an underwater 
é Elephantaurus. 
\ Neither have Stop 
5 <_gaping and start mov- 
ing. Grab the two 
‚Energy Vials and 
Treasure straight 
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\ the Time Rune. «Yourself at Crystal 5 dato. 
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Bena lee are mre whirpool magical 
eN comes toaal What Eh 
strange magic is this? IN, 


and grab all the booty 


We find ourselves ina 
Strange and wonderful 
Underwater cavern. The 
Waler above and to the 
Sides of us is parted 
Magic, Youwon'the 
Irmed. Head on forward} 


Outside, you find 
Atthe end of the another Watcher or 
eorter bof $ ea É 
sage lies the | r Creature 
Chalice of Sous. you to maim. 
you have collected 


enough souls, it's 
yours. f not, we will %» 
fiave soon enoug!. 
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Entering into the 
and the Treasure, head ’ en ruins of this church 
£ across the bridge to the rete will summon another EN 
Deel Treasure Chest. Be og tension 
bras great tol have you at 100% of > 
hostiles. into the water here. en í 


s É Head out of the church d 
L ner side of ; ‚4 and your right Go Now, wee aa y 
É Starfme les the 4 5 _ past this fence and into y snie: í a 
Pedra this burned out building g | ganthelale, ' 
Ee Oe _ Unfortuatelythere PA aad 2 curieh Pien! you havent already 
=== isab en nn tofind a switch. Give it a 
er jc imchofSpiting Jm | od wihackandagate done st. 
nn Watchers guarding me will open for you za 
AE _ pta SE the thing. Run in | == 5 Ken î 
armes . there, take them out KA _ Er Se 
__ ee  „ASWuicklyaspossinleand n. n 
are lar Rune is yours. an 


Then, cross the Now, head hack along sstacktiroughthe 
| eemcemmre and 6 ne drh Werle area and 
E__ head rough that E «section of and and Wie otier side and 
© newly opened gate into the dark doorway. Everett 
hack lo the “1” plat eit Actually, i's the 
form. Twowhackson { Ie entrance to MediEvil's 
the switch will point next level, The Crystal 
ern N Caves, but we re going 4e 
Want fo go. en 


{ make a gwick stop at the 
Hall of Heroes first 
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3 Gifver Shield 


“SPECIAL ITEMS: 


_& Dragon Potion (Armor 
hel 


ENEMIES: 

Flying Shadow Demons 
Imps 
Rhinotaurs 


The Dragon 


THE CRYSTAL CAVES I5 A RELATIVELY 


ALL SORTS OF WONDROUS AND COLORFUL SIGHTS AROUND EVERY CORNER, BUT, 
DON'T BE LULLED INTO A FALSE SENSE OF SECURITY, WHILE EVERYTHING MIGHT 


LOOK TRANQUIL AND BEAUTIFUL, THE CAVES ARE FILLED WITH DEADLY ENE- 
MIES, IN FACT, IF YOU SEARCH HARD ENOUGH, YOU 


MIGHT JUST COME ACROSS A FABLED DRAGON. 


Beating the Dragon is a puzzle in 
itself. Once you've entered his lair, place both of the Dragon Gems 

… you've acquired into the eye slots of the dragon head carved into the stone. (1) When he appears, 
‚4 he's not at all happy about being disturhed and decides to give you a good old-fashioned roasting. 
Getting too close to his head only proves futile, resulting in Dan catching on fire and taking dam. 
age. Your projectile weapons are no good either, harmlessly bouncing of his leathery hide. 
The key is to bring the roof down on his head. Doing this takes a good ground walloping with your 
trusty War Hammer. One wallop to the ground creates a mini cave-in. By experimenting, you'll 
find that hitting the ground on each elevated platform causes rocks to fall on another to the right. 
Watch the Dragon's pattern, as he sticks his head out of each consecutive hole in pattern to the 
right, and wallop the correct platform accordingly. (2) With success comes the Dragon Potion. 


en Ned MEN ET. 
—_— zE Ke ä — - NK: EE 


ervaar 


A pd These he Creatures 
7d will attack at close range with hals of brimstone. Let them fly next to you, then brandish your 
4 

4 __new and improved, super-streneth Magic Sword and fell them with one swoop. 


Cousin to the mythical Minotaur, the Rhinotaur is a worthless beast that had a 
hand in destroying the town of Mallowmede. Discovering that the Crystals in these Caves can 
prolong their lives, they moved underground and entered into a sleepful hibernation. Breaking 
them from their Crystal shells, one will find they carry not only a grudge for disturbing their 
sleep, but a massive Wooden Mallet perfect for crushing skulls like aripe melon. Don't let this 

happen to mn 


| Fromhere, youcango 4 


|, Right Nn 
eitherrightorleft. |, ht leads us into 


another Crystal. 


© Fromhere,goleftinto 4” ‚Now, head intothis 


Heading left will result filled room. Watch i i î large area tothe 
pe ard trip. You need ! {out for that Imp, he's eehter riek and you'll 
lar Rune to get past « looking to packet dle.The shards sticking come across à 
‚here, our shiny new outof it from all sides ‚ plethoraof enemies 
hj Magic Sword. Take are sharp and deadly. Run À encaser in Crystals. 
in here and follow them ; Break open the skull 
5, _ around, clockwise, and amd crossbones chest 


‘_scoop up the Treasure and 


woripmstof them toss ni 
Earth Rune in the process. aes 5 
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4 1 Sweep the place for 
any left-over enemies, 
then move ahead into 


‚Enter through the 
| gate, clear the area 
of enemies and 


7 


Co geetop, gok 
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Run up thisramp 
B and take out the 


‚(his next cavern. mer a few 
©_Rhinotaur that Straight ahead, you” 1 sad Mint, ele head ral 
Al breaks out of the a ‚see a winding ramp Merchant Gargoyle i ien shae 
© Crystal. You might CS leading upwards and a B | anda gate waiting d bitten 
as well grab lie }, ; Fountain of Sorte Earth Rune. # 
7; Silver Shield and > ___ Rejuvenation to the 
Treasure while you're —__ right. Soak up some Energy and 
|___uphere. Ì head up the ramp. 
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Just wait for the Dragon 
torear his head in the 
corresponding cave and 
whack the ground to 
bring down a whole lot of 
> — hurtin’ on his head. 
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Take àhit from his 
fiery breath, and 
Will take some sus- 
En lained damage 
> Câlching on fire, 


By slamming eachaf 
the four consecutive 
platforms with your 


rn % 

_& ‚ Kithimenoughtimes <° 
andyou'rerewarded 
withaspecialDragon 4 
Potion, which acts as 

«magical Armour, giv- 

< ing you temporary 

‚ _ invulnerability from 


E platform will cause a CANE- > heat while allowin 
8 inontheone where ol út } on gaia co 
er p 

k -Á P Ee BE ' 5 


dee 


Urohf: Emos vies! TIP vaal hert. 
wierde pen here to se and do that Jort | 


_E eenen se 4 _I ne en A 
. j eutterios | ms 
Rhinotaurs See E 
Ï here, then run around at right ed 
ks © {his platform collect lr ai en 
‚ ingthe Treasure am ba en, 
k __ < Takeout the group 
‚sections of floor, as (A D, Crystal-encased ene- 
fi Ü ; mies, collect the 
you” find yourself taking : G en, 


am unwanted swim. 


This, in turn, will 


Before we leave, 


raise a large plat- 
| gedemaje ergere 
‚ ând ge  canwalkacross to the E 0 
2 en nd 4 < nextroom. In here, 5 entrance, grab the kh 
hy ele. fe  youllfindthe exit and Chalice outside, and Pm 
Á 2 £ ‚_ enoughenemies to ; btn . 


‚obtain the required 
100% of souls for the 


SKULL AND 
En ‚© CROSSBONES 
„Rune En CHESTS:? 
À near VALS: Wee zie 
È EN 


None 
PON ENATION- je AAD THE GALLOWS GAUNTLET EKISTS SOLELY TO TEST SIR DAN'S METTLE, 
EAPONS AND P M ONCE JUST THE BUTT OF MANY A JOKE, FORTESQUE HAS PROVEN HIMSELF, TIME 
WEL „ Hang Men AND AGAIN, TO BE QUITE THE HERO, BECOMING AN ANNOYING THORN IN ZAROK’S 
SHIELDS: _Mummies SIDE. THE GAUNTLET THROWS A VARIETY OF NEW, BLOOD-THIRSTY ENEMIES 
8 Silver Shield g Serpent of Gallowmert k 


AT DAN, A5 WELL A5 AN ENCOUNTER WITH AN EVIL SERPENT LORD, THE 
SERPENT OF GALLOWMERE, TREAD CAREFULLY AROUND EACH CORNER, A5 


ENEMIES LURK EVERYWHERE, THIS 15 AL5SO THE FIRST TIME WE GET TO TRY OUT B 
OUR FANCY NEW DRAGON ARMOR, WHICH 15 NEC- 


ESSARY TO GET US THROUGH THE ALL-IMPORTANT 
DRAGON GATE, 


Puzzle 1: Getting through the Dragon Gate: A simple puzzle, really. 
Just equip your new-found Dragon Armour and stroll right through. This Armor will protect you 
from the immense heat created hy the gate and will let you walk through unscathed. Did | forget 
to mention there’s a group of blood-thirsty Hang Men waiting for you on the other side? (1) 


IMPALED DEAD: What’s this? It looks like these poor 

saps were impaled with huge stakes and left to die. k 
Waitasec… get close enough and these freaks come groaning back to life, snapping their 

stakes in two and then charging at you, with the sharp half still stuck in their belly. If they get , 
close to you, you're going to take some damage. It’s better, if you have the luxury, to stay back 

and pepper them with a strong projectile, such as the Spear or Magic Longbow. 


HANG MEN: These tortured souls were sent to the Gallows and left to sway in the wind. Now 
that they've been brought back to life, they're looking to take their misfortune out on you. 
Again, get close, and they will inflict damage; swinging violently back and forth from their 
noose. While they go down easier than the Impaled Men, it’s still better to chip away at them 
with a projectile. 


MUMMY: Like ancient folklore, the Mummy raams the earth in eternal frustration. Wouldn't 
you, if you were wrapped in gauze head to toe? If you encounter this tightly wound-up mon- 
strosity, set it free with a couple of well-place Magic Sword swipes. 


£__THESERPENT OF GALLOWMERE: This Serpent is not a friendly like Kul Katura. He is nat here to ON 
aid you in battle, no sir, it's just the opposite. If (and when) you encounter this astral heast, q 
take the hook’s advice and run like a coward until he goeS away. 


EE a mt Rn So 
_ < 3 


haden 
’ 


To the right of the 
rs Brit” is 

another long hallway. 
At the RN hal 
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crashing a monster 
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the true meaning of 
“monster mash.” 
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Starting outinthis + 
Bé © level yonencounter | 
FE, _ (wolmpaledMen. 4 
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Runereceptaclefor > 
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and to therightisthe & 
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for you on the other 
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© Head forward abit 
&_ and you'll come 


across another 4 


hatch off to your 
left. Ifyou clear 
them out, you shou 
have that Fountain of 
Rejuvenation all to 

_ yourself. 


En Gn 
ar 42 TN 


orgetthe Chalice for 
ele peing amd let's 
\ackle the gate. From 
your weapon inventory 
setectthe Dragon 
Armor. This Armor wil 
protect you trom the 


immense heat crealtedhy ko 
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the gate and will let you 


walkthrough umscathed. 


Inside this circular 
4 room are four slight- 
4 Iysaised platforms, a, 
‚ … small gathering of 
and crosshones chest 
which holds the 
Sernent of 
Gallowmere. 


NE 


enemies and askull 4 


Moving right along, we 
encounter a Mummy, a 
few more Impaled Men, a 
hitof Treasure, acouple 4 

Ì of Hang Men and the exit? 4 
This isn'tthe “real” exit 4 
of the game, just an oppor. 5 
twi thea back to tie Ik 
World Mapincaseyou SD 
dont have the Dragon Armor. 

You do have the Dragon Armor don't 


You can try andtake 
é Out all of the enemies, 
2 butthat last, jerky 
__… HangMansets the 
Serpent free. Stay 
away from this nasty 
beast, ifatallpossi. 
ble, until he gets tired 
of chasing you and goes 
away. 
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Îfyo follow the 
Tight wall a ways 
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WE revealed when we 
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Abit forward, wel /° 
findthe StarRune 
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Dragon Gate a 
right down this hallway. 


you eventually come 
tothe Star Rune 
receptacle. Don't 
‘ break open that skull 
_anderossbones chest 


Chalice of Souls. 
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You should now 


have enough souls ‘4 © gate, out the exit 
for the Chalice. and straight to the 
Head an ge Hall of Heroes. 
… and around to ; 

pj right and you'Il he PA 


‚ able to snag it, as 
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„FOUNTAINS OF Golem Statues 
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SHIELDS: 


THE HAUNTED RUINS 15 THE SIGHT OF THE ONCE-MATESTIC CASTLE OF 
KING PEREGRIN, UNFORTUNATELY, THE PAST 10OO YEARS HAVE NOT BEEN KIND TO 
THE CASTLE AND ITS GROUNDS, COUPLED WITH THE DARKNESS AND DESP AIR 

ZAROK HAS SPREAD ACROSS THE KINGDOM (AND THE SHADOW DEMONS YOU 
J UNLEASHED BACK IN THE ENCHANTED EARTH), THE CASTLE HAS BECOME A 
HAVEN FOR THE MOST EVIL CREATURES EVER CREATED. BESIDES BEING 
A VISUAL FEAST, THIS LEVEL HAS A FEW CLEVER 
PUZZLES RIGHT OFF THE BAT, 


Puzzle 1: Lowering the Drawbridge: Upon starting the level, you'|l 
come upon this huge gap between the village road and the castle 
looming ahead. (1) In order to the lower the drawbridge, we're going 
to need to get those chickens to eat. (2) Rustle their feathers by rousting them out of their coop, 
then direct them toward the large feed pile by the road. (3) After a few minutes of pecking up the 
«feed, a platform is revealed underneath. With the weight of the feed lifted from the platform, the 
< ___drawbridge is activated and will drop. 


?: Saving the farmers: These poor farmers are heing tortured hy the no good Shadow Demons. (4) 
These Demons have hoisted the unlucky saps against the castle wall and have lit burning fires 
underneath them. The catch: if they so much as even sense your presence, they will sacrifice the 
farmers by dropping them into the fires below. From the castle wall above, launch a barrage of 
Magic Arrows killing the first Demon. (5) Now, quickly jump down and shoot down the others 
with a few more well placed Magic Arrows in their backs. Catch them all before they reach the 
farmers, and you can breathe easy. Now, before we get ahead of ourselves and set them free, 
don’t you think we should extinguish those fires? Use your Wooden Club to snuff each out, then 
step on the platform to drop them down. (6) But wait, there’s more. If you follow them back to the 
beginning of the level, you'll find they are waiting with three bountiful Treasure Chests as a 
token of their gratitude. (7) 


3: The King’s Crown: À fairly simple puzzle, all you have to do is find King Peregrin's Crown and 
place it in his throne. When you first enter the throne room, a trap-door opens in the floor in front 
of the throne, dropping you to the depths below. (8) Luckily, the Crown isn't too far away, it's 
resting in a corner in this boiling inferno of a room, to the right. (9) 


GOLEM STATUE: These two lava-spewing statues exist in this level to keep you from escaping, 
before the timer expires and the castle sinks into the volcano it’s built upon. Like the Armored 
Knights in the Ancient Pools-level, they can't be damaged, injured or killed in the conventional 
=s __ weapon wielding way. Instead, you're going to have to utilize the Daring Dash and push these 
<__two-ton suckers over the side of the castle walls. Just use caution that you don’t go overhoard 
with them. 
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Well, what do ya < ‚From this vanta Before we do anything 
kao? he chiken point, you can see the cas eaf ans | 
feedwashidinga poor farmers tied to the wall, and grab the 
pressure plate in the stakes, dangling pre- Chaos Rune. 

«ground and now that Cariously over hot 
eN theweightisoff it it … flames. It turns out that 
„ ‚ rises and lowers the the Shadow Demons 

draw bridge. Crass 1, willsaerificethese 

<__ the bridge and head up the poorsoulsatthefist SS 
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_ 5 Now, head totheright ,° 
4 © (killing that flying 
2 Shadow Demon over- 
head witha well 
placed Magic Sword 
_ swipe) and equip your 
…_ Magic Longbow when 
_/ you get to the end. 


From this opening 
inthe wall, you 
should be able to 
aim at, and shoot 
«down, Shadow 
___Demonnumher one 
‚(here are three in-al 
inthis section of he 


Quickly jump down 
and shoot and kill 
humbers two and 
three while chasing 
< themtowardthe © 
> farmers. Ifevenone |} 
reaches thatraised p , 
____ Platform, (he farmers “SS 
will he sacrificed. d 
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Before you elect to 
drop them down, it's 
advisable to extin- 
guish those fires first. 
You know what to do: 
Equip the Wooden Club 
and stamp them out. 
Now, steg on the plat- 
form and watch them 


head for the exit. 
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Head up the stairs and 

insert the Chaos Rune 

into the receptacle. 

This is the entrance- 

Way to King 

Peregrin's throne 

room. Take out the lin- 

gering Shadow Demon 
then cross the bridge when 


the statues aren't spitting out fire. Y 
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f vou follow the 

bs hack tothe 
village road, you 
find they are More 


torepay 
enge valiant 


deed. While 's no 

pig, ey will give YOU 

tree bountful Treasure 
Chests. Bonus: 


Through this gate are 
another couple of 
Shadow Demons and a 
trio of automatic firing 
canons. No big deal, 
just kill the Demons 

and run past the can- 
nons when they're not 
shooting. 


Heading into the 
4 throne room straight 
E _ ahead, we find out 
…_… thatthe King’s Crown 
has the power to sum- 
mon his astral form 
from the dead. 
etn ate » 
it? 


MB somctimes the qhest of King Peregrin can be ' 


seem wandering these halls of sitting 


meoursfully upon his throne. Find his crevn À 


Head hack into the 
castle and go to the 
right (heading left 
results in a dead-end. 
Your pathis blocked 4 
by hot scalding oil. 
Don't worry, we”Il fix 
that soon enaught), 
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On your left is set 
Wooden stairs, 
Head up them, then 

Collect the one 


To start, stand on the 
ruginfrontof the 
6 | throne and you Ilhe 
'\ , gnestep closer lo 
finding it. 


Follow along the wall 
until the end and head 
down into this new area. 
Sweep it for enemies, 
taking down all the 
eg Knightsyoucan 
ind. 
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Fromhere,headdon A At the end 
twe ramp, Killing he enen A Tmissweltering room 
Flying Shadow | El left j | houses the flood gate. 
4 Go left | 
Pemons along the Way. ĳ Apparently the whole 
j castle was construct 
ed on top of a dormant 
volcana. By the way. 
you find the King s 
Grown sitting in the 
commer. 


Now, head back out and iò N 
Á across to the other room. 5 i 
ej There are acouple more Exiting out, we find The King magicaiiy ë 
$ © Shadow Demons and 2 ourselves outside the appears and tells you 
Fountain of Rejuvenation throne room. Head hack that, in order to elimi. 
inhere inand place the King's Hate he infestationof 
Crown inside his throne PN W Demons, you 
byselectingitfrom 4 É Must break open the 
your inventory. flood gates and let the 
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Inthis castle court Ok activate the 
Á yard lies the switch E: Before you hit it, Switch and watch as 
B | behind this gate, grabthatkarth 4 the counter starts 
erde ag | Rumetothelef. HS clicking down. 
you've hit it, Dan's got Î 4 | 
two minutes and fif- 


teen seconds tofinda 4,2 
way out before he goes hed | 
down with the rest of them. 
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What's this? These two 
Golem Statues seem to 
have come ta life. Use 
your Daring Dash and dili 
gently push them over the 
edge without falling 

over yourself. 
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Head back down and 
to the right heading 
up this section that 
was once filled with 
the hot oil. 
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Now that we ve 
vaken care af hat 
problem, head outthe 
tesae. _ % 
{rough the shooting 
cannons and back 
to the main courtyard. 4 
guichty killing the, E 
Shadow Demons Yol 
encounter along the Wal. 
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Don't dawdle! Head 
4 Outandtothe right, 
£4 through the gate we 

told you not to go 

eren an 

Up the stai 

er rcase dead 


At the end you”! find 
acatapult. It turns out 
the castle gates are 
locked and you're 
zalf going to have to use 
ee this unconventional 
, means of travel if you 
want to get out LE 
“alive.” Grabthe Treasure 
Chests first you greedy guy! 
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Head into this 


entrance and place 


E2 the Earth Rune into 


the receptacle ì 
attached to the statue 

atthe end. This 

results in the draining 4 
af the scalding oil. / 


First, follow the path up 


and around to your left 
to collect the Chalice 
and some Treasure (you 
do have enough souls, 
don't you?). 


Now hit the switch to 
\he right, jump on the 
catapult and follow 
(hat boulder outta 
here! 
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Then, head to the, 
right amd grab the 
Energy Vial (only if 
(he mer is still over 
thirty seconds) 
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SPECIALITEMS: 


RUNE STONES: Mie 
® Moon Rune S: 
Star Rune Skeleton Crew 5 
Chaos Rune / feton Officer AFTER THE GREAT CG CUT-SCENE, YOU'LL FIND YOURSELF ON HIS 
ar LIFE BOTTLES: 0 Skeleto Captain FLOATING GHOST SHIP — WAY UP IN THE NIGHT SKY. BEWARE, THIS 15 A TOUGH, 
ALS:5 Skeleton —ap TOUGH LEVEL, BESIDES THE RELENTLESS SKELETON PIRATES AND THE PIRATE 
‚ ENERGY VIALS: (Boss) BOSS THAT YOULL HAVE TO DEAL WITH, THERE ARE A NUMEROUS AMOUNT OF 
‚ FOUNTAINSOF PITFALLS AND HAZARDS THAT WILL EITHER SEND YOU DROPPING TO YOUR 
REJUVENATION:? DEATH, MILES BELOW, OR DOWN INTO THE BOW- 
NS AND > ELS OF THE SHIP, WHERE YOU'LL HAVE TO WORK 
WEAPO Ee 


YOUR WAY BACK OUT TO THE TOP, WHO WAS IT 
THAT SAID “DEAD MEN TELL NO TALES?” 


- gn 


i CH CMEC SKELETON CREW: For the most part, these pesky 

GC Skeletons are indestructible, breaking into bone frag- \ 
ments after three or four hits, only to regroup and attack again. Dash by or avoid them at any IE 
cost, and go for the blue coated Officers. Without them to give the orders, the Crew will fall ii 
apart… literally. 


SKELETON OFFICERS: The blue coated Officers are the key to bringing down the Crew. If you 
take one of them out, the surrounding Crew members lose the will to fight and go out with a 
Whimper. Be careful around the Officers, as the Crew-will viciously attack and try and keep you 
away from their Officer at any cost. At least they’re loyal. Rubbing salt in the wound, the 
Officers also carry an unlimited supply of Daggers, which they're happy to toss in your direc- 
tion. 


SKELETON CAPTAIN (BOSS): The Skeleton Captain talks a big talk but, when it comes down to it, 
hides behind the safety of a group of stacked barrels. The only way to bring him down is to set 
your Wooden Club aflame and light the two cannons sitting a few yards away from him. If you 
keep firing them, non-stop, sooner or later you will hit him the prereguisite eight times it takes 
to kill him for good. Did | mention that he has a horde of Skeleton Crew willing to lose their 
lives in order to take yours? ; 
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Now thatthe pesky 
Seis rentie i 


ourselves in the com- 

pany of more crew 

members. Headpast 
: ‚ temand int thisarea_ En 
; … wilhopening andclos. 
ing hatches. Apparently 


+, someone forgot tba 


ten them down. 


tjes: 
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mpadaaan © 


Myowexitaut jout 4 
£ © find your bones back 
B outsideandonthe 
ij | other side ofthe haz- 
ard. 
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h Back at where jou 


Started the level, you _ 
s … Canplace yournewly 


‚ Aoquired Rune into the 


receptacle andenter 


… into the Captain's 
| quarters. 
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ÎEs justa hop, skip and» 
à Jump over the unsta- Í 
ble hatches. You can try 
ând watch their at. 

 , lemms to get across safe. 

_— Íy,butitmight be faster 

5, „alu vier en 

À “Wend up in this room £ 5 
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From here, you càn 
s, patientiytimethe 

tarrels and jump up t0 
getthe Treasure. 


Hon follow thetwo 


El 


barrels across to 
the other side and 
Jump over them 
When they come 


hack toward you. 


There's a Fountainin e Ë | 
this safe area, you're er i 
eem eter 
nergy you can : : 
gy you can get. 3 «members and an Lj 
/ Officer. We suggest 
yow head straight for 
‚the Officer and crush 
p _{ hisbones to dust. 
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on 4! fndwtatwe were 4 | intothereceplacleand 
lookin for: get ready for the next 
: 5 © Challenge. 


Again wait fr Dano | 
stop bouncing and 
head across to the 
| abba 
| 5 below, id 
Dm iaido gunde 
lj en toeettheri Ê ,_ jtacross without : 
camera to get the right 9p ), (aling skipthenext 
perspective and ine your. “SS 
sep before yo onp. 


Falling into the hold 
of the ship, you will, 
most likely, find 
yourself on this net- 
work of catwalks, 
withtwo Energy 
Vials and some 
Treasure... 


The third cannon hall- 


ijf im this room with 
an Officer and three 
Crew members. He 
the crales \ 
graagte guitto the ; 
(gft after you'vetaken 
care of business. 


Im the next room, wait 
for the first cannon to 
fire, then Dash your 
Way down the corridor 
— stopping in the 
Sunken floor for a safe 
Pause, the cannon halls 
Will harmlessly fire 
Over your skull — and to 


relative safety at the end. 


o , Trenexthalwag tas | 


amenergy vileinthe 
middle between two 
rates. The cannon 
fires safely over your 
head, unless you TE 
jumping, Time our 


jumps over thecrales 


jumps over the cra 
inder to avoid geting 


ad 


way is a simple timing 


pattern. Wait for the can- 


non to fire and pass by, 


then Dash your way down 


to safety at the end. 


for the canon ball to 
pass you hy, then head 
for that Treasure Chest. 
Go man! 


Up theranp, ou will 
find yourself back out 
Side, where You'll have 
toaffempt crossing the 


nets one more tim 
Patience. n 
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tothe right and try and fo andit'smuchtoo ‚> |< Íy position yourself 
ed ‚ « SO you'll fall onto one 


Once you've traversed 7 
the nets, you can head „hut you don 


eros (he opening and B | risky. Head to the Fi 
closing canon hatch. 4 à | eft and hop onto d of the revolving plat — 
65. firstaf the Wree forms below. Thisisa 4 
swaying hanging Crucial timing matter 
platforms. — _ And‚ifyoumakeamis Wp 
take, will cast you an 
Energy-filled Life Bottle. 
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of Reivenstinn | 
and take abath Then, hop …‚ 
Á reen k 
E s caged ele- 
valor. Take aride up to the 


| weregringtotae 4 
{© gp shoot this sucker 
gown, while doing our 
pest to avoid the 
ating Crew 
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5, WoodenChb(orerad HS 
4 he one inthecomer) As 

and lightitonfire. 


eed Life Bettie. 


Ne 
& 
ee, 
Cal we 
Wok 


E__Keeprolalingtackand gn | 

forth, lighting each one on fie. f f ele 
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zn mn wheel and steer this ship home. 
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RUNE SONES 


Mane 
d LIFE BOTTLES: 0 


; ENERGY VIALS: 
í FOUNTAINS oF 


REJUVENATION: | 


NS AND 
SHIELDS: 
None 


THE ENTRANCE HALL 15 A RELATIVELY SHORT LEVEL AND I5 THE BEGIN- 

NING OF THE LAST GROUP OF LEVELS, THIS CASTLE HALL SHOWS THE WAY TO 
ZAROK'S LAIR AND I5 THE PLACE WHERE ZAROK PRACTICES HIS DARK MAGIC, 
THERE ARE NO REAL THREATS IN THIS LEVEL (EKCEPT FOR A BUNCH OF BOTH- 
ERSOME IMPS), A5 ZAROK 15 OUT TRYING TO PLUNGE THE LAND INTO ETERNAL 
NIGHT, YOU'LL BE HARD-PRESSED TO FIND ANY PUZZLES TO SOLVE EITHER, GO 
AHEAD AND MARVEL AT THE STARK BEAUTY OF 

ZAROK'S CASTLE AND FEEL FREE TO MESS UP THE 

PLACE, HE DESERVES IT! 
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SHIELDED IMPS: While we've encountered these mischievous creatures time and time again, 


apparently these ones have gotten a hold of Zarok’s spell hooks and have found a way to tem- En 
porarily shield themselves from your attacks. Fortunately, they’re no match for Dirk = 


Take out the four 
imps in the front 


Back at the inter- 
section, head to the 
right this time. 


At one point, you'll 
come to a landing 

& _ withafew more 
Imps, we need their 
souls! 


4 find acongregation 
& … oflmps,afountain 4 
g of Rejuvenation, and Pe 


At the bottom you'1! 


aspiral staircase 
leading downward. 


Get some Energy and hs 


head on down. 


Keep following the 
stairway down until 


E_ < you find yourself in 


Zarok's study. 
Watch out for multi- 
ple thieving Imps in 
here who are looking, 
to gn all your good 


Steadfast’s Magic Sword. Just keep swinging and they will eventually go down. 
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At the bottom of the £ “ 
staircase, you'll \fyou head through 
find yourself in a : the only doorway, 
largeroomwitha _$-- you'll find yourself 
Merchant Gargoyle. f- in aroom surround- 
Stock up on any nec } ed hy dragon stat- 

ues. The exit is in 

here, as well as 
more Imps. Kill, then 

head hack the way you came. 


essary items. 


The Chalice of 
Souls is here as 


£ well, If you've killed 


all the baddies 
you've come across, 
you'Il have 100%. 
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p Arme FiyingEyeballs 


} LIFE BOTTLES:! 

ì ENERGY ee Ü 

„ FOUNTAINSOE 
ORIVENATION:? s 
WEAPONS AND 
SHIELDS: 

8 SikerShield 


en 


WHAT SORT OF TWISTED MAGIC 15 ZAROK UP TO NOW? WE FIND OUR- 
ELVES DROPPED INTO SOME ALTERNATE REALITY, WHERE TIME HAS GONE HAY- 
WIRE, IN THIS LEVEL, WE'LL FIND THE TRAIN THAT WILL TAKE US TO OUR 
ULTIMATE DESTINATION — ZAROK'S LAIR, A5 WELL A5 A SET OF DIFFICULT 
CHALLENGES, STAY ON YOUR TOES, MY FRIEND, A5 
THIS 15 GOING TO BE ONE WILD RIDE, 


Puzzle 1: OPENING THE LOCKED CLOCK GATES: This ís a fairly simple puz- 

zle that takes a bit of short-term memorization. When you come to either of 
these two gates, a clock will lower from nowhere in the sky. When the hands finally stop moving, they 
will lock in key positions. (1) Remember their positions and then hop on to the corresponding big clock in 
the middle of the level. Here, you can manipulate the big and little hands by jumping up and down on the 
matching buttons. Just position the hands to match those of the smaller one in front of the gate and it 
willmagically open. (2) 


Puzzle 2: DISCONNECTING THE ELECTRIC STREAM AND FREEING THE CHALICE FROM THE CRYSTAL: These 
streams of electricity need to be turned off somehow. We know if we whack on this skull tablet, it dis- 
connects for a total of three short seconds. Do it, then use your Sword to turn either jet to break the con- 
nection before the timer runs out. In order to break the crystal, we need to position the bottom two jets 
so they are facing each other (if you accidentally moved the top two out of position, simply hit all four so 
that the connection is re-established). A couple whacks of each is all it takes. (3) 
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FLYING EYEBALLS: These retinal fiends have sprouted wings and can zap you with a bolt of 
electrical magic, if they get a bead on you. Pop them like a ripe cherry tomato any chance you 
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shaped er fanter oren en ms E | f 5 
naat fen Guards Aan tey'rehamnless. 
| 8 Jamp over this smal 
Flying 5 nasa IS Smal 


> some EE î 
», amd head to your left 


ze P), 
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Some oftheseplat- _…” 
forms are like clock 
faces with harmful, 
revolving big and little 
hands. Patiently jump 

… straight up over the 

hands as they quickly 

rotate your way, then 

move on. 


DT casten han / ie locked gate produces er 
back towhereyou ke aclock which lowers Unfortunately, hey 
first entered, then down from nowhere. are produced rant 
head to the right side Sturdy the big and little tants soyoure 
of the level. Here, hands closely, as we're going to have to lok 
you" find two more going toa toremen. carefully each time. 
» , Guards and another +; her their positions in _ Memorize their posi 
— Flying Eyeball.Lknow order to open the gate. tions withthe sym- 
ne on pols on the clock and 
todo ea these patches ef 


Each time you hop onto < 
the silver button, the 
corresponding big 
hand moves in one 
inerement. The same 
_ goes for the gold but- 
) ton and little hand, as 
>, well. Set the clack to 
the correct positions 


—_ yow memorized to open the gate 
below. } 
OO er 


Walking up to tis 


wad 6 
Hop onaveracrss ie” an 
verga, iig an 
He your way up tis c en 
Famp, This floating Acouple more clock 

ockappareny y does. platforms to cross 
Want youto pass. and you get to the 
'Spendulumis deadiy, end, witha Silver 

_ SO wait forit topass, « Shield waiting 

then run under it. >, inside a chest. 
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train matter. 3 


Head back out for 


if set correctly, the 
gate wil open and ij grenen 
can enter the clock. Move u 
rough Wie yon senen 
‚< won’tbe able to get ‚and give the recepla- 
 atthatprecious Lie EA 
dr Bottle just yet, you } jn 
°_ansoakup some /_eyetal 
5 rergy in the Fountain 


ground the corner to the, right. 


nen PN, 
the other side of the 
locked gate. Take out 


the waiting Guard, 

‚| snag the Time Rune 

_— andhitthe switch to 
#), he let out. 


The brain matter isa +” 
good surface for 
jumping off of. Hop 
onto the bigger piece 
and loft yourself onto 
this huge replica of 
P, the clock we just wit- 
‘_nessed in front ofthe 
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ES sn en 
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me È ì En 
| Now hat we have the fl 
Rune, make your 


En Ke 
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_ 5, Togetontothisplat- 
4 form without taking 
{any damage, wait for 
one of the rolling 4 
timetabletstopass — E 
S hyandthenrmn $ 4 
_#,_ swinging There area © 
> < coupleof Flying 
Eyetialls and the Chaos 


Rune waiting on the other side. pn mn 
ze rn ie Ë _ ide | Pe 
L/ ye % 


zi Now, head up the stairs 

} < omyourleftandgive 
… theskullonthisstone > 
© tablet a good whack- 
big, 


Walk ander land amp intoit! 


Ee 5 er 


Kl 


This givesus three 
seconds to do some- … 
thing about those 
foul electric energy 
4 jets. Pick any one 
5 close by and Sword 
®s, swipe itto cutoffthe 
stream, before the 
_{imer runs out. 
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We'll have to come 
back ta it later. Go 
down the stairs and to 
the right and you find 
the Earth Rune on this 
… platform. Grab it, then 
> line yourself up and do a 
£ ‚ Daring Dash, and a jump, 

to land onto the platform 


ed with the three gold Treasure 
chests way down below. Ï 
2 wetge se É 


L En | 


_d Go hack across and 
RP we'll figure out how to 
Olst tige st Ree 
elders tieChalice stages Vandel 
fm wirrasfer Aaen eender energy inasquare, 
Yo to across the wa, Ĳ, apres | gechgr 
1 | J he crystà 
Ee men ) so that they are facing Heek 
dd eachother, ike so (see map 


and “Puzzles” section). 
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Make your way safe- rh ALE 
ly back across the One more time to get Take them out, insert +’ 
err edg hack to the cutting Your Chaos Rune and 
ed device, (hen up the ele- We find ourselves at the 
en le Vating platform to get to train junction. This 
> it. Now that these two Guards who are kooky-looking train wilt 
» , the current has heen _ blocking your way. _ lakeus where we need 
Ee: disconnected, you can P) to go. Since we don't 
—__ safely getatit. Unlock the have the Moon Rune, 


gate and it's yours, insert the Earth Rune 


> hl the corresponding ecepta 
cle. } 


opened. Ì 
don't get too close to 
the edge, or you fall in 
and lose some EIB 


EN 
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Back at the jonction, 
gawfindabanchof 


Guards waiting for you. d B 
Te Je wn 
Ne ‚of Gu sana L ‚_ Headhacktothe — … 
rte e za | Fountain of | je | 0) oemaretinetotie 
ï need that Calice Ï ú 
gachsideofthetracks before we leave! EEE 
__ toactivatethe switches | © lirand tien 4 
Een: 5, which open the gates to foton But fist 
En - the exit of the level. we 
EN _ ix (You #, itsone 
stol hare olcter 002 of } eaten IED 


am Ee 
EZ ? â aeaeceree D Ei 
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_ garok'slaie 


ENEMIES: 


RUNESTONES: ks 
None 5 4 Lord Kardok “NOTE: YOU MIGHT WANT TO GO BACK TO ONE OF THE EARLIER LEVELS, 6 
} LIFE BOTTLES: 0. Ee rok SUCH AS THE GRAVEYARD, AND FILL UP YOUR ENERGY BOTTLES TO MAKIMUM, 
ee 1ALS:0 BEFORE TAKING ON ZAROK AND HIS ARMY, YOU MIGHT NEED TO DO THIS MORE 
ENERGY V ) THAN ONCE BEFORE YOU WILL HAVE STOCKED UP COMPLETELY, 


„FOUNTAINSOF AH, THE FINAL BATTLE I5 AT HAND, FORTESQUE FINALLY HAS THE CHANCE TO 
( REJUVENATION:! REDEEM HIMSELF AND BE WELCOMED INTO THE HALL OF HEROES FOR ETERNI- 
NS AND TY. BE WARNED: THIS ISN°T GOING TO BE AN EASY CONFRONTATION, BEFORE 

WEAPON» / ie WE EVEN GET THE CHANCE TO FIGHT AGAINST 


SHIELDS: in. ZAROR, WE WILL HAVE TO DEAL WITH HIS ARMY OF p 
®® Good Lightn:rs é UNDEAD AND A RATHER SINISTER LORD KARDOK. HE 
f end s 
# Silver Shield DOESN'T EKACTLY PLAY FAIR, DOES HE? 


SPECIALITEMS: 


el A 
mi : Â kak ke pr 


ge Et 
it, JN 


REP SURVIVING THE BATTLE OF THE UNDEAD: Before you get the 
opmartniy to hanch eas wilk Zaro, he sends out his armada of Undead Warriors to take you out. 
mr Se ‚grab the Good Lightning sitting inside this chest. (1) Now, stepinto 
the heart of he arena ice magically appears, releasing restless souls who are eager and 
willang to goon he fray. Zarok, responds with his own Army of Undead and the battle begins. The key here 
is to arm yourself with the Good Lightning and keep your Army at full health hy spraying them with the 
stuff wien Gey start to turn from green to red. Each time you use the Good Lightning, you'll lose some of 
your oen Enerey Keen an eye on it. If you can keep your Army healthy for a few minutes, the tide willturn Be 


and yer men will vanguish the opposing side. As a reward, for each good Army member left standing, 


you will set an Energy Vial. SN, them all up, you'll need them. 


EMC SCHC mies 

lee Te The consummate chick- KS 
/ f en, Zarok hides behind his minions. This armada can only he combated withran Army of your … 
|) own. oe 
g | 


Lord Kardok is Zarok’s bodyguard and front man. If you want to get to Zarok, 
you're going to have to go through him first: He rides atop a flaming skeletal horse and carries 
adeadly Morning Star. Avoid his magical bolts and shoot him down when his mount rears up on 
its hind legs. 

Finally, the moment you've been re-living for. The final confrontation with Zarok is A, 
tougher than you'd think. This crumbling old magician has the ability to transform himselfinto 
a huge, menacing beast, and that's just what he does. Avoid all of his numerous attacks hy 
either running circles around him or staying one step ahead of him. When he sits up on his 
hack legs, launch a lethal barrage of Magic Bolts his way. Get set for a long, drawn-out battle. 
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À eek Head for the emblem : en 
Tothe left of the intheheartofthe …… Thehattle ensues. 
entrance is achest arenaandthe __ } 4 This is not your 

witha Silver Shield 4, Chaicemagicaly 5 ag 4 

init We don'tneed En appears — so does ed fsd | 


5 Once inside the Lair, 


Now’s our ast | me,  ‚ followalongthe 
‚ chancetostockup | valroterigiand 
onanylastminute _ 4 you'I immediately 


items from the 


| Merchant Gargoyle. 


Your fighters willgo 
from green (healthy), 
toyeliow,toorange 
(nat so healtiy), to red 
(an their deathhed). 
Give them a shot in 

the arm by zapping 

‘em with your Good 


Lightning when they need 
it 


First, eguip your Spear <' 
and start shooting. 

‚He's only vulnerable 
When his horse rears 


Try and avoid his bolts, 


while firing back with 4 


houses Good 


5, Lightning. We're 


: find a chest which 


going to need this! 


% 


some of your own. ks 


Doing this comes at 2 
price, and your Ener) 
will deplete as yon 
veeptheir’s up. Use 
wisely and sparingiy 


$ 


EN le 5 
ssenoenen 
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it, since we have 
Shield. 
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Im between, he’ 
é and chase hee. 
nd trample you, use 
Your Daring Dashto 
Slay out of the way. 


Stmgrari'sGold | 


Zarok. He sends out 


his Armada of 
Undead, hut you”ve 
got your own Army of 


Warriors tobackyouup.__ 


Dd 
mame 0 


Eventually,the tide of <* 
battle will turn, and 

your Warriors will 

defeat Zarok's Army. _ 
For each Warrior left 
standing, you will get P 
am Energy Vial.There 4 
are atofalofnineif Km 
they all survive. 
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El Eventually, his 


4 _ horse will rear up 

B andhechargesun 
his Morning Star. 
This can'the good, 


Enuip Good DE 
Lightning from your « 
weapon inventory and 


en \ 


Next, Zarok sends 


|, out Lord Kardok, a | 


Morning Star- 
swinging Dark 
Knightridingatopa 
flaming skeletal 
horse. 


White he might even 

be more deadly with 
this thing, atleasthe 
isnow vulnerable, 
mast of the time, to 
your attacks atany_ } 
time. Cut him down as , 
muchas possible, 
while avoiding his 
avances. 
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Booking jor a little 


Tare Ultra-detarled, high 
Ee itn oer “oe | 5 resolutio mits of 5 Written by Greg 
adt ze BOB adt the game's Off, Editor-in- 
Ent Nn 22 levels, with — EE 
£ every item and PSExtreme 
) Every Chalice of weapon shown in Magazine, 
Souls revealed. its proper location. ê 


Faultless strategies for taking on the 
game's relentless enemies and bosses. 


É) Detailed walkthroughs for each 
of the game's 22 levels. 


MediEvil: The Official Strategy Guide can help! Let us help shake 
the cobwebs from Sir Dan's head and get you on the path to e 
becoming a true hero. This book features not only the thorough, 
level-by-level walk-throughs that Dimension Publishing has 
become famous for, but easy reference tips, strategies and CG- 
rendered level maps for all of Medikvil's 22 levels as well. 
In addition, wel reveal all of the game's numerous secrets, 
the location of every Chalice of Souls and how the 
experts tackle the game's many devious bosses. So, what 
are you waiting for? Grab the game, buy the book and 
get ready for a howling good time. 
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